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FRAZZLED, FROZEN 

AND FLATTENED BY LOGS. 

COCO NEVER 

SUFFERED LIKE THIS. 
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Roll up. Roll up. Kid Klown's come to town. A five level 
platform adventure with an isometric view, cartoon 
graphics, and a wicked sense of humour. Split your 
sides as bombs explode in a crazy chase that'll give 
you thumbs that are as red as your nose. For more 
information call the Nintendo Hotline, 01703 652222. 
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CHRONO TRIGGER 

Japan bought 192,610 copies of this outstanding RPG 
the week it went on sale-more than twice the number 
of Donkey Kong Country-so we just had to bring you 
this six-page review of Squaresoft's AWESOME 
Chrono Trigger! 


& 


KIRBY’S AVALANCHE 

Kirby's Avalanche is the most played game of the 
month. Find out why this clever Puyo Puyo adaption 
really is cool in our EXCLUSIVE preview. 


INTERNATIONAL! H 

superstar smmm 


You own a Super NES? You own this game, right? 

Well you'should! Those who do, even those who 
don't, have the need to read our player's guide inside 
- complete with secrets from Konami themselves. 
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STREET FtGHTER 
ZERO 

Take a trip to the Street Fighter oracle where 
Gary Harrod awaits to loose his gossip pages of 
blood, terror, annihilation and Capcom's latest 
addition to the blazing Street Fighter saga. 
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DAISY! DAISY! 

NU 64 

HISTORY OF NINTENDO 
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SPIDER-MAN 
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DIRT RACER 

CHRONO TRIGGER 

DHARMA DOJO 

TINSTAR 

BOOGER MAN 

LION KING NES 
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Japan bought 192,610 copies of this outstanding RPG 
the week it went on sale-more than twice the number 
of Donkey Kong Country-so we just had to bring you 
this six-page review of Squaresoft's AWESOME 
Chrono Trigger! 


HISTORY OF NINTENDO 


Our exciting look back at Nintendo's early years 
continues, packed with never-seen-before pictures of 
unbelievable gadgets and gizmos. _ 
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JUNGLE STRIKE 


ULTRAS* 
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We take you for an exclusive behind-the-scenes look 
at Pinocchio; the new Disney license from Virgin. See 
how it's transforming in our Work in Progress section. 








HOTLINE HEATS UP 

Last month we mentioned that the Nintendo 
Hotline had undergone something of a 
revamp in order to provide a better, faster 
and more complete service to you punters 
out there. The big story behind the revamp 
was the installation of Folio Views, a system 
that allows instant access to all the info, tips 
and tricks for practically every Nintendo 
game. Unbelievers that we are here at NMS, 
we dispatched Paul and Andy down to 
Nintendo's lavishly appointed offices for a 
closer look. 



DRIVING MISS DAISY 

The first surprise on arrival was that the name 'Folio Views' 
has been chucked out the window in favour of something far 
more user-friendly. Lots of names were thought up but in the 
end they settled on D.A.I.S.Y. DAISY stands for Direct Answer 
Information System. Coincidentally, it's also the name of 
Mario's girlfriend. Not that Nintendo spent hours trying to 
contrive that coincidence or anything. Apparently the same 
system is called ELMO in the States! 


GIVE ME YOUR ANSWER DO... 

DAISY'S not just about hints and tips, she also holds a stack of 
information concerning forthcoming Nintendo releases for all for¬ 
mats - including the latest lowdown on the Virtual Boy and the 
Ultra 64. It comes as no surprise to learn that it takes a team of 
16 people an average of 340 hours a week to keep the informa¬ 
tion bang up to date. Having played around with DAISY, we can 
report that it is indeed most impressive - a gamer's dream in fact. 
But don't take our word for it, give DAISY a call on 01 703 
652222 and put it to the test yourselves. Tell 'em NMS sent you. 





GROOVY RUBBER MONSTERS 

As you are reading this, large dinosaurs are sharpening their claws 
in anticipation of Primal Rage's release for the Super NES and 

Game Boy in July. For those of you 
unaware of of the game, Primal Rage 
has been creating carnage in arcades 
for the past year now. It's a beat 'em 
up and features huge, kill-crazy dino¬ 
monsters as its combatants. The really 
special feature of the game, apart 
from the large number of special 
moves, gallons of dino blood and 
hidden sub-games, is the 3-D effect 
created by digitising large-scale, 
stop-frame animated models. Time 
Warner Interactive are the people 
responsible for the conversion and 
NMS has the EXCLUSIVE on, well, 
everything actually. The coverage 
starts next month, so until then feast your 
bloodthirsty eyes on these screenshots. 
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JUST THE FAQS. MA’AM 

DAISY is the product of $250,000 investment and 7000 man 
hours' work. The end result is a PC workstation with files con¬ 
taining information on a staggering 1500 games. That 
includes all known tricks, tips and, where appropriate, level 
maps. To speed matters up even further a FAQ option has 
been included. A FAQ is a Frequently Asked Question and 
when a user rings up with such a query the answer is never 
more than a Mouse click away. 







































After the successes of Desert and Jungle Strikes, it's good to find out 
that a release for the third in the series, Urban Strike, is being planned. 
This time it's THQ who are doing the honours for both Super NES and 
Game Boy formats. The action takes place in the year 2006, you are 
the leader of the UN Special Forces Unit and, once more, the US 
Government is under threat from some despotic dictator or other. The 
carnage that ensues takes place over 13 levels, behind the controls of, 
not one, but two tooled-up chop- 
1 pers, a variety of land-sea vehicles j—— 

l and even on foot for a bit of hand- / sy -- 

I to-hand combat. We'll have to / W mytTF} 

I wait until late summer for the / ff m m ■ M m W l 
I games to arrive, but we'll be / KS J J J f MW 
I having an EXCLUSIVE look at / * * JiMMj 

I both versions long before then. / f \ Tfc T ^ 


UNSEASONAL 

GREETINGS 


Elsewhere in this mag there is a sarcastic intro pondering the ques¬ 
tion of unseasonal releases for Ice Hockey games. Now we know 
why. It's not that interesting actually, but apparently the NHLPA is 
on strike at the moment. Yawn. Anyway the reason that we men¬ 
tion it is because Time Warner are polishing the blades of Wayne 
Gretzky's NHLPA All-Stars, their latest Ice Hockey wannabe, for an 
Autumn release. Given that the postponed Ice Hockey season is 
due to finish around June, that means they'll only be two months 
out of date. Not bad going by most hockey games' standards. More 
nearer the time, probably in the middle of a blazing heatwave. 


»U*VJt#s 



OUI MONSIEUR. 
MIME LE MUSIC POP 

Showing off at the recent ECTS were three new products from 
Infogrames. First and fattest was Obelix - he of 
Asterix the Gaul fame. The two-player platform 
action is set in the time of the Ancient Romans, 
with Obelix and Asterix visiting five nations of the 
Roman Empire to prove to their Roman oppressors 
that Gauls are free to roam wherever they please. 

A Game Boy version is also planned. Next is 
Spirou. Spirou's an ace cub reporter who's on the 
trail of Cyanida, a demented robot with world 
domination plans. The game has liberal 
amounts of puzzle, adventure and blast 'em up 
action along with the more classic platform lev¬ 
els. Lastly is a game based on the squeaky- 
clean antics of Tin Tin. Early impressions were 
good with particularly nice use of perspective 
and very fluid animation. Alas they wouldn't 
give us any pictures, uttering obscenities in 
French when we had the "Gaul" to ask! 


(LEFT) Wassat Gary? No, it wasn't me who 
spilled your protein powder all over the forest. 
Put that fist down , you rotter. Eek! (Parp). 
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PROJECT REALITY...IS 

* 

Ultra 64 goes on sale in the US this year for $250. By this time Sony's PlayStation will already 
be available for at least $400, with Sega's Saturn priced between $350 and $400. Come 
Christmas time YOU, the UK games player, are expected to have the choice of all three 
machines also. 


In the time we have left to 
anticipate Ultra 64, or NU 64 
as it is now known, NMS has 
decided to let some secrets out 
early. The first being that 
Nintendo have the only 
machine worth considering - 
above anything offered by their 
rivals. Through talking with 
Nintendo of America, Alias and 
other key developers NMS is 
now convinced that NU 64 is no 
joke. Those stunning images 
featured in NMS #31, though 
not extracted from actual games 


in development, are by no 
means overstating the 
machine's capabilities. So, 
despite what you may have 
read elsewhere, games like 
Killer Instinct and Cruis n USA 
will look, sound and play much 
better on NU 64. 

As a reader of the UK's offi¬ 
cial Nintendo magazine you 
benefit from us having direct 
contact with Nintendo of 
America. Our rivals, we might 
add, simply do not have the 
right to see or hear some of the 


privileged information we alone 
have access to. The result is 
that all our comments on NU 
64 are firmly grounded in fact, 
so what you have here isn't a 
load of optimistic nonsense but 
a perfectly sound overview of 
events occurring across the 
Atlantic just as soon as we are 
allowed to release the informa¬ 
tion to you. 

When Nintendo and Silicon 
Graphics joined forces in 1993 
they set a goal which seemed 
absurd to most people: an 


entertainment system with 
Hollywood style visuals, that 
would take the concept of video 
gameplay and push it into the 
next millennium. Two years on 
and every announcement made 
by either company is confidently 
backing up everything they said 
at the time, and what's more 
they're right on schedule for 
launch this year. Isn't it about 
time we take a look at what 
Ultra 64 can really do? 




BEHIND THE MASK 

Whenever computer-generated special effects of the kind seen in 
T2 or The Mask are referred to, the name mentioned is always Silicon 
Graphics. This is like saying that the great band you're listening to is 
an Ibanez guitar; a Rickenbacker Bass and a Tama drum kit. You 
could even go one step further and say none of these instruments are 
fitted with strings or drum skins. The magic seen in Hollywood films 
is created by talented teams of graphic designers, but even they need 
the finest tools to work with in order to access the incredible power 
of Silicon Graphics' machines. Nintendo have elected Toronto-based 
company Alias to bring games designers as close to the massive 
potential of NU 64 as possible. 


ALIAS 

The T 1000 in Terminator 2 would never have been able to per¬ 
form such incredible feats without Alias and their PowerAnimator™. 
Industrial Light and Magic are probably the most well known Alias 
aficionados, whose credits include Jurassic Park and the most recent 
Star Trek movie, Generations. This same tool, now modified with a 
CharacterBuilder™ application, is enabling designers to bring their 
games to life for NU 64. PowerAnimator™ led the Super NES beyond 
its capabilities with Donkey Kong Country; imagine what is possible 
with NU 64! 

Alias software makes the rendering of complex 3D images simple, 
with modelling tools used to create realistic skin for characters, give 
them authentic weight and manoeuvrability, then synchronise their 
movements perfectly to sound. This does far more than have charac¬ 
ters jig about; it goes right down to the detail of a perfect lip sync. 
Special effects such as explosions and fog are adjustable to the tini¬ 
est particle, allowing for sparks to fly and smoke trails form in a shoot 
'em up or clouds disperse in an atmospheric RPG. Once these effects 
are placed at varying depths of vision, heightening the realism, the 
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CD OR NOT CD? 

NU 64 is cartridge rather than CD based purely for the sake of speed. Currently 
the best CD-ROM drives around are capable of transferring 600K of information in 
one second, which is pretty impressive. These are quad-speed, whereas the 
PlayStation and Saturn use dual-speed drives that only handle roughly 300K a sec¬ 
ond. What's more the information is loaded into a CD-ROM buffer which stores the 
information before passing it on to the CPU. Nintendo's choice of silicon (cartridge) 
over optical (CD ) as a storage medium allows Ultra 64 to transfer anything up to 
500,000K a second - direct! 

Nintendo have worked alongside Rambus Incorporated and their Tiger Team to 
create a state-of-the-art Data Bus for NU 64. A Data Bus is the gateway through 
which information stored on a cartridge is passed on to the heart of the console - the 
Central Processor. By making the NU 64's gateway as wide as possible, there are vir¬ 
tually no limits as to how much information it receives. It's a good thing too since 
Nintendo are currently compressing 100 megabits of data into 32 megabit 
cartridges, with a view to creating games eight times the size in future! Once again 
the question of price is raised, but Nintendo's compression technology and the fact 
they have complete control over the price of the ROMS they distribute to contain it 
means we have nothing to worry about. 


ONLY THE BEST 

Here are details of developers producing games exclusively for 
NU 64. This does not restrict companies from developing for other 
machines, it just prevents titles intended for NU 64 from appearing 
anywhere else - so rivals cannot detract from the overall impact 
with inferior versions of the same game. As more details are 
released, you shall have them too. 

Read it and leap! 


ACCLAIM 

Having recently acquired Voyager Communications who publish 
Valiant Comics, Acclaim's first title for NU 64 is based around 
Turok: The Dinosaur Hunter. Their Advanced Technologies group 
use a motion-capture technique which enables them to film an 
actor and store their movement as a wire-frame skeleton inside the 
computer. With this information they are able to transform the actor 
into whatever kind of creature they see fit. Let's hope Turok is to 
hunt more than just dinosaurs of the two-legged variety! 


“The choice we've made is not cartridge versus 
CD; it's silicon over optical 
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MOTHER BRAIN 

Inside the best machine there is, of course, the best technology. However 
quoting numbers doesn't help anyone understand anything. So, here's the 
list of specifications with an explanation of what it all means. 


1. 64-bit MIPS Technologies Inc; RISC microprocessor 

2. Greater than 100 Mhz clock speed 

3. Exceeds WO MIPS (Millions of Instructions per Second) 


DMA 

Uncharacteristically DAAA are being very tight-lipped 
about their NU 64 dealings - though they'd love to tell 
all. No doubt Nintendo selected DMA for their ability to 
produce innovative and entertaining gameplay around 
subjects most designers wouldn't dream of. After lem¬ 
mings and unicycles, what on earth could DMA have lined 
up for NU 64? Whatever it is NMS can't wait! 

RARE 

Word from the people working on NU 64 Killer Instinct is 
that players have a whole lot more than just the basic 
coin-op to anticipate! Not only that but they're contracted 
to produce many more games, exclusively for Nintendo, 
that promise to keep setting new standards right down the 
line. Shiver! 

SIERRA ON-LINE 

Sierra pioneered 'online' gaming, making possible those 
PC titles such as Doom and Sierra's own Red Baron a 
WW1 dogfight simulator. Obviously this company earned 
Nintendo's respect to produce an exhilarating, multi-play¬ 
er experience unlike any other. NU 64 Red Baron is likely 
to delve deep into the machine's capabilities to produce a 
real, stomach-churning marvel. 




4. Real-time 3D graphics, 24-bit colour, high resolution video and CD 
quality 

5. Exceeds WO MFLOPS (Millions of Floating-point Operations Per 
Second) 

6. Real-time anti-aliased 3D texture mapping or very realistic graphic 
images 

7. Resolution exceeds NTSC and PAL television standards and is compati¬ 
ble with future HDTV 


SOFTWARE CREATIONS 

Aside form their Sound Tool project, Software Creations 
are in the process of applying their unique programming 
talents to NU 64 game stuff. Their work exudes a strong 
identity as seen in Plok, Equinox and Tinstar so whatever 
they have planned for NU 64 is sure to be a winner with 
NMS. Look forward to a perfectly conceived sight-and- 
sound experience from a bunch of guys whose collective 
imagination knows no bounds. 


RISC is an abbreviation for 
Reduced Instructions per 
Second. This allows NU 64 to 
manage information in bite- 


THE PROCESSOR (POINTS 1-3) 

Believe it or not the MIPS 
Multimedia Engine Chip-set 
inside NU 64 is the same used 
inside Silicon Graphics 
machines costing £20, 000! The 
reason Nintendo's system costs 
so little is because they intend to 
produce 10 million of them, as 
opposed to Silicon Graphics 
selling comparatively very few 
perhaps 10, 000. Do the math. 


sized chunks instead of han¬ 
dling everything at once it's like being given a set of easy multiplications 
to perform and adding them all together instead of taking ages over one 
big sum. A clock speed greater than WO Mhz is comparable to the much 
anticipated Intel P6, planned to supersede the current Pentium technolo¬ 
gy in PCs. Sony's PlayStation uses a RISC processor, only theirs is the 32- 
bit R3000A which is slightly older technology than in NU 64 and puts out 
33 Mhz. Sega's 32-bit Saturn uses a Motorola 68000 CISC (Complex 
Instructions Set Chip) that is especially designed to take the long way 
round! 





CO-PROCESSORS (POINTS 4-7) 

All specialist graphical and audio effects produced by NU 64 are the 
work of a separate graphics-processor working alongside Application 
Specific Integrated Circuits (ASICs). Silicon Graphics refer to this pairing 
as the Reality Co-processor, and it is responsible for the anti-aliasing and 
tri-linear mip map interpolation specialist techniques. Anti-aliased 3D 
texture mapping describes the effect used to cloak polygons, tailoring 
each pixel to look as natural as possible, whereas the tri-linear mip map 
interpolation ensures that surfaces retain this natural appearance even 
when viewed close up. The combined result reaches a standard of 
clarity and realism that current televisions are incapable of showing, 
which is why NU 64 supports High Definition Television standard when it 
arrives. Floating Point Operations shift decimal points in digital angles to 
help speed complex polygon information along. The huge numbers 
involved here pretty much speak for themselves. 


N 


$ 


Rendered Alias Images © 1 995 Software Creations Ltd. 

SPECTRUM HOLOBYTE 

We heard the brief for Top Gun was to bring a true arcade 
experience to the home. We cannot begin to imagine 
what this might mean! One thing's for sure it's not to be 
confused with those games being written by other compa¬ 
nies for PlayStation and 3DO, as Spectrum Holobyte are 
world-renowned for their air-combat simulators on PC. 
Imagine what's powering up the runway to take off with 
NU 64. 

WILLIAMS 

One word: DOOM. If there's one machine that can take 
ID's monster seek-and-destroy phenomenon and drag it 
squealing beyond the next generation it's NU 64 with the 
help of Williams' time-honoured expertise of course. 
Ignoring Generation X for the time being, consider that 
Williams have been involved with the cutting edge of 
arcade development for almost a decade now, so their 
contribution to NU 64 is likely to be among the most 
exciting. So much power! Their Cruis n USA is already a 
big arcade hit and, like Rare's Killer Instinct, it is sure to 
enjoy a revamp for the new platform. Roll on ignition! 
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ANGEL STUDIOS 

Theirs is one of two projects outside 
of Nintendo benefiting from the genius 
of Shigeru Miyamoto. Angel Studios 
are best known for their special effects 
in The Lawnmower Man and Peter 
Gabriel's mind blowing MindBlender 
video. Super Mushrooms meets psy¬ 
chedelic frogs and cyber-chimps? No- 
one knows for sure just yet. 


(LEFT) Peter Gabriel's 'MindBlender ' 
and a still from 'Lawnmower Man'. 
The image above is an awe-inspiring 
example of Angel Studios' skill. 
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GAMETEK 


GameTek recently hired new teams of extremely talented computer designers, 
who obviously impressed Nintendo so much they received development kit 
early, along with all the other major-players. These are actual NU 64 devel¬ 
opment screen shots of their 'Robotech' game, based on the popular US 
Anime series which is adapted from the Japanese Macross saga! 




PARADIGM 

Nintendo have assigned a team of designers, headed by none 
other than Shigeru Miyamoto to work with Paradigm. This is a com¬ 
pany whose flagship products include Vega™, VisionWorks™ and 
AudioWorks™ - all of which have enabled the company to create 
real-time simulations that are hard to differentiate from real life. 
Their work is so convincing it's used by NASA and the US forces to 
train astronauts and pilots. Major automobile companies who trust 
Paradigm's accurate representations include BMW, Ford and 
Kawasaki. For the time being it's anybody's guess what this phe¬ 
nomenally talented group are working on. Though most seem to 
think it is Ultra Pilot Wings, they are as likely to produce a sequel to 
F-Zero or even Mario Kart. 


■J* Vv* ». ^ V *4 *- . m ,-.«y $ .■ ..41 ' 

NIPPON ULTRA? 

There haven't been any official announcements from Nintendo of 
Japan regarding who exactly is developing for NU 64 in that coun¬ 
try. However it doesnTtake long to suppose just who they might be. 
Konami have long been supporters of Nintendo hardware, their 
Contra and Castlevania series are almost synonymous with the NES 
and Super NES machines. Nobody could , ignore Capcom either, 
whose incredible batch of first releases for the Super Famicom when 
it was first released in Japan proved that here was a machine that 
had so much more to offer than the 
other 16-bit machine released 
months before. Another certainty is 
the assistance of Squaresoft whose 
prowess in the field of role playing 
adventure games consistently pushes 
back the boundaries of what a 16-bit 
machine is able to deliver both audio 
and visually. 


SOFTWARE CREATIONS 

To compliment the ultra-realistic imagery , NU 
64 is sure to out-perform competitors with its 
audio capabilities. Just as Alias have created 
their 3D authoring tools , Manchester-based 
company Software Creations have been 
assigned to create 'Sound Too/', a sound devel¬ 
opment kit , for the new system. 

Anybody who has played 'P/ok' or 'Rock N 
Roll Racing' on the Super NES is already familiar 
with Software Creations' talent for sound pro¬ 
gramming. With Sound Tool , every NU 64 devel- 

_ oper is able to capitalise on SC's 

amazing knack for authentic- 
sounding music and great 
sound effects. Considering most 
—video games are backed by syn¬ 
thesised music , being able to 
make soundtracks fit the on¬ 
screen action perfectly in con¬ 
junction with Alias' 

PowerAnimotor™ is a big bonus 
for Nintendo's machine. 

MUUTIGEN 

Of course there's no point 
- having all this amazing stuff to 

1 /«.,«.« see and hear , when the level 
. / J'J’. J-VT.. J of control is restricted. Games 
players looking to interact with 
these environments don't suffer too many 
obstacles lightly... 

Though a recognisable 3-Dimensional 
object might appear real , enabling it to 
behave as expected is a separate matter. 
Using a tool called OpenFlight ™, MultiGen 
give programmers a means to calculate pre¬ 
cisely how aeroplanes ought to fly , or how 
boats moves through water - basically any 
object that is required to interact with another 
is given a physical identity , creating as close to 
an alternative reality as we are likely to find 
for many years. 


WATCH THIS SPACE... 
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Deja Mu or too moth marshmallow fondue? If this game 
looks familiar to you, that's betause it is. Kirby's 
Avalanthe is Banpresto's PuyoPuyo turned pink and 
dreamy, having had Nintendo of Ameriea's game design¬ 
ers exchange Nadia and her army of PuyoPuyo for lit¬ 
tle Kirby and his, erm, "blobs". 

We must admit to finding this whole 
body-snatching affair quite distressing 
here at NMS, having all become very 
attached to the whole PuyoPuyo 
strangeness. Still, if a big name is to 
replace a lesser known star, Kirby is perfect 

for Nadja's job - he even looks similar to the PuyoPuyo! What mat¬ 
ters most is that Nintendo have preserved the all-important game 
play, the element to which PuyoPuyo owes its on-going popularity 
in Japan. 

Next month NMS explains everything you need to know about 
Kirby's Avalanche through our in-depth review of the game. In the 
meantime, we thought some advanced training wouldn't go amiss. 








riw-F- 


SUCKER FOR SUCCESS 

Avalanche is a puzzle game in which players compete against the computer | 
or a friend to prove who's master of Dream Land's friendly blob creatures. 

By introducing four or more blobs to each other as they topple into a deep 
well the blobs magically disappear then mischievously send ghostly repre¬ 
sentations of themselves to the oppo- * 
sition's well in order to make 
social opportunities more of a 
challenge. Whoever causes the 
other's well to overflow is the 
winner, although in two-player 
meetings the number of 'best of' 
rounds is unlimited! 


< 4 . s 
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Ghostly remnants of blobs 
are known as boulders in 
Kirby's Avalanche. The 
number of boulders vic¬ 
tims can expect to see 
messing up all their 
| plans are indicated by a 
suitably blobby icon 
shown at the top of the 
screen. Tiny ones are 
hardly worth worrying 
about, it's when the 
ones looking very much 
like psycho tomatoes 
appear that it's time to 
start screaming! 
















When one player sets out as 

Kirby to win the entire Avalanche K~ ---- 

competition the opposition met I ~ 

is no less than King Dedede and K 

his army of nightmares! These O s * — N k?* J *C 

creatures are no strangers to j ^ 

Kirby, who has encountered I ^ _ V 

them all before in his platform I — s S JSjd 

adventures on the Game Boy J oir-j l 

and NES. Most of them are I > '4f iL* ^jjr 

also found making points diffi- I If Iryj 

cult for Kirby in his superb f— “ '* ‘I HUmiM 

Pinball escapade. The night- JHHBQSBHHII 1 i ilU 

mares each pride themselves I §c^ ri , 1 / 3 

on their individual methods of *—■ Jfr&v <^ OoQn , ^ 

blob control, so there's a risk that even v»i *- Q<| 

Kirby could find himself breathless before facing Dedede in the final 

blow-down! 

1 iLU’iw. IIIULB Believe *f or n °f/ there is a great 
deal of scope for clever tactics 
when manipulating the blobs. 
More about that in the review 
next month, though. In the 
meantime, compare the way 
Dedede's cronies stack their 
quota of blobs with how your 
KE9M average novice 
Ki&i goes about their n ftAn^ 

^ | business. Chain 

reactions are 
»1 the key, where / 

the careful pil- If K ^Wvr 

-L-. ------- ing of blobs % W 

serves to prime V, 
groups of the fellers c|M 

BE3 to pop on after the other 

jEK^h|j sending vast quantities of boul- 

ders to loom over the opposition': 


Everything, even the style of presentation, in Kirby's 
Avalanche is almost identical to PuyoPuyo. Even the 
options are identical. As you can see, Kirby has 
replaced the little 'Carbuncle' character from the 
original and whereas 
Nadja used to feature 
1 before, Kirby 


is now seen 
feeling very sorry for himself 
on the 'Continue?' screen. vV 

Of course the encounters \ 
with Dream Land characters \ J 
in the woods have replaced VWl 

more oddball confrontations too - ^ 

- check out the baby with the enormous foot, now 
that's a real nightmare! 
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pie that count like we do. While they rely on gossip and hearsay, we are out there talking directly to 
NU64 developers. The end result? Well, I think the fact that we've had to shrink the News down this 
month to fit in the NU64 machine specs and the first ULTRA 64 screenshots speaks for itself. It's all 
in our EXCLUSIVE six-page feature. You'll have to excuse me now - I'm off to get my head deflated. 

ANDY _ OH NO! PLEASE GO AWAY... 

MHMM You can't imagine the look of sheer joy upon young Paul Davies' 

'' face w hen "hot" Power Rangers news reached the NMS office the 
other day. Filming has almost finished on the - no it's too awful, I 
can't bring myself to say it - Power 
fl Rangers Movie! Blimey, how much of fl 

this nonsense can the world take? J^E|fl 

;ff Pf fr P’ P^^B ^ Haven't the youth of today tired of fl^fr fl 

their silly lycra-clad antics? Paul fl 
certainly hasn't and neither, it ft? 

seems, has that Motivator bloke, /I mF $ 
Perhaps they can hold hands AIB^f 
together when the film is 
mB^B released later this year, if E3 

Li \ iBBfl^HB y° u re really unlucky we'll m J 

have an EXCLUSIVE location 
re P or * nex * > ssue - I think I'm fl 
going to cry... fl 
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Michelin TRX 210/55's please. 
The thing I most hate about 
Spring Cleaning the office is: 

Removing the built-up phlegm 
— from my monitor. 

V I never get disheart- 
|j£ Ilk ened by April showers 
' ^ \ thanks to: New 

I Bfl Lemon Fresh Ajax 
* Fave Spring outdoor 

pursuits: Gambolling 
And a-frolicking with 
the spring lambs. 

™ I like/ dislike Spring 

Rolls because: The ther¬ 
monuclear filling removes all 
mouthular flesh in an „ 
instant. 

The extra hour in 

the evening jt^ 

means I can: 

Stay up past Wfl 

bedtime. 

The birds and 
the bees are: 

Feathery and all 
stripey, like. 


NINTENDO PEOPLE SYSTEM 

Spring is in the air. A time 
when young men's fancies 
turn to the pursuit of love, 
leisure, and Easter ^ 

Eggs! Yes, it's that 
time of the year 
again. The annual /fl f 
choccy chomping, I 
office dusting, 
daffodil blooming 
celebration of the \ 
season of rebirth. X tg..J 
Freed from their win- 
ter hibernation on the 
fourth floor of Emap Towers, 
the team brave the great 
ball of fire in the sky and 
ponder the return to open- 
air life. 


ANDY MCVITTIE 

Spring rules because: The sap 
starts to rise. Arooo! Woof 
woof! Hello madam etc... 

All I want from the Easter 
Bunny is: A new set of 


{NMS) 













NBA JAMMY WIENERS 

It had to happen. Sooner or later the winners of 
Acclaim's most excellent NBA Jam compo were 
going to be announced. We didn't want to do it. We 
rather fancied having all those copies of Jam TE 
for ourselves and we'd already cleared a big 
wmt space in the office for the Hoop. Sigh. Never 
^ H mind, perhaps we can blag the amazing Gametek 

K ■ Pinball Table which we'll be giving away next 

■ month. Here then, are the winners. In third place 

V and winning a copy of TE and a Spalding Ball are: 

Y Chris Leary of Atherstone, Aman Bharti of 
'Uddersfield, Steven Fry (soupy twist) of Dublin, R 

Mathews of Kimberley, Duncan McAllister of 
Aberdeen, Daniel de Cruz of Brentwood, Michael 
Coutts of London, Matthew Manns of Newcastle-U-Lyme, 
Neil Booth of Clitheroe and James Ronald of Kettering. 

The second-place spawnster who struggles away with a copy of 
the game, ball and full-sized Huffy hoop is David Bone of 
Petersfield, Hampshire. The boy done good, but not as good as our 
overall winner. The unbelievably smart, multi-faceted prize of two 
signed balls, full-sized huffy hoop, copy of the immortal Jam TE 
game and set of four VIP tickets to see the British basketball League 
finals is...drum roll...Graeme Baldwin of Cookridge, Leeds. Well 
done, Graeme. Yeah, really well done mumble, mutter, fume etc. 
And once again, thanks to Acclaim and the BBL for their generosity. 


TANKS FOR THE MEMORY 

This really should have gone into the news this month but, what 
with the space we've had to vacate for the Ultra 64 feature, it's 
been promoted to the Editorial. It's the latest in a long line of 
Manga competitions, this time to celebrate the launch of 
the latest Dominion Tank Police series. This six parter 
sees the titular Tank Police frantically trying to 
restore order in the future city of Newport. 

Anarchy, chaos and large spider-like combat 
robots reign supreme but, alas, 
there's no sign of those 
saucy Puma Sisters. 

Manga have ten copies of 
the vid to give to the first 
ten anime-niacs we pull out 
of the hat. No tricky questions 
this time - just good old-fash¬ 
ioned luck or nice envelopes to 
attract the Editor's attention. 

Entries to I CAN'T STOP TANKING, 
Manga Comp at the usual address. 


RATINGS GUIDE 


ANY GAME SCORING 90 PER CENT OR ABOVE IS IMMEDIATELY 
AWARDED THE NMS SEAL OF QUALITY. THESE GAMES ARE NMS 
RECOMMENDED AND ABSOLUTE MUST BUYS. 

These are brilliant games. These games are the cat's 
whiskers, the creme de la creme. Camp out all night to be the 
first to own these games. Fight, cheat, utilise heavy artillery. 
Inter-continental Ballistic Missiles. Anything! Obtain these 
game BY ANY MEANS NECESSARY! 


80-89 

Just a bit good too. Great games with great features that lack 
that extra "certain something". For example a great racer 
with no two-player option or a truly awesome shoot 'em up 
with too few stages. 

70-79 

A thoroughly "nice" game that fulfils all expectations without 
pulling any real surprises. The sort of game you could bring 
home to meet your folks. 

60-69 

Now we're straying into that grey area known as mediocrity. 
Not bad. Definitely not great. Not alot to celebrate really. 

50-59 

Distinctly average. Average graphics, average sound, average 
gameplay. Hardly worth the bother. 

40-49 

The sort of games you find in the Bargain Bucket at your 
local video shop. Still in pristine condition because nobody 
wants them. Don't let their £5.99 price tags tempt you. 


GAMES SCORING BELOW 40 PER CENT ARE IMMEDIATELY 
AWARDED THE NMS KIPPER OF COMMISERATION, THE 
ACKNOWLEDGED BENCHMARK OF BADNESS 
Surely technology has progressed far enough that games like 
this are an actual impossibility these days? An abomination. 


20-29 


Come the revolution the makers of this game will be first up 
against the wall for crimes against humanity. 


0-19 


And the person who says that games in this category are so- 
oo bad that they're actually good will be next against the 
wall. 


GARY HARROD 

Spring rules because: Tekken is 
finally released. 

All I want from the 
Easter Bunny is: ^ggli 

Everything ever to Jm 
do with Tekken JM 
The thing I most 
hate about 

Spring BH^L 

Cleaning the 
office is: it 

keeps me from VP 
playing Tekken. 

I never get dis¬ 
heartened by April 
showers thanks to: me 
being indoors playing Tekken 
Fave Spring outdoor pursuits: 
Playing Tekken in the park 
I like/ dislike Spring Rolls 
because: Whilst eating them I 
can't play Tekken 
The extra hour in the evening 
means I can: You've guessed it. 
The birds and the bees are: 
creatures not found in Tekken. 


PAUL DAVIES 

Spring rules because: It means that 
summer is just around the corner. 
All I want from the Easter 
Bunny is: For him to stop 
crapping in my kitchen 
^Vk sink. 

The thing I most hate 
about Spring 
Cleaning the office is: 

I have to do it all 
W myself. 

HT I never get disheart- 
|pF ened by April showers 
Jpr thanks to: My love of 
the rain. 

Fave Spring outdoor pur¬ 
suits: Walking wherever 
with whoever. 

I like/ dislike Spring 
Rolls because: They're 
Spring Rolls. 

The extra hour in the 
evening means I can: Forget how 
long I've been at work. 

The birds and the bees are: What 
does this question mean? 


PETER BARRELL 

Spring rules because: It's the 
end of Winter, and I always get 
colds. 

All I want from the Easter 
Bunny is: A new clean j&T* 
flat - 

The thing I most hate ‘ UBjf 
about Spring Cleaning \‘\ K 
the office is: I don't Bk ®V 
make messes actually. ^ 

I never get disheartened 
by April showers thanks to: 

New Pine Fresh Flash 

Fave Spring outdoor pur¬ 
suits: Gully Bashing - 
whatever that is... 

I like/ dislike Spring 
Rolls because: The 
springs get stuck in my 
teeth. 

The extra hour in the 
evening means I can: Sit 
out with my baby in the sum¬ 
mertime. 

The birds and the bees are: My 
friends. 


PAULI BUFTON 

Spring rules because: Winter 
sucks! 

All I want from the Easter 
Bunny is: A nice little 
I \ home to call my own. 

\ The thing I most hate 
about Spring 

TjfkP Cleaning the office 
is: Drying the damp 
§50 !Wf patch under Pete's 

desk!! (Arf! Arf! PeteyM) 

I never get disheartened 
by April showers thanks to: My 
turquoise Kagool. 

Fave Spring outdoor pursuits: 
Sitting my garden, playing on 
my bike in the park, not to 
mention the swings and slides. 
I like Spring Rolls because: 
They remind me of my previ¬ 
ous life as a blackbird. 

The extra hour in the evening 
means I can: catch some rays 
and a drink at the same time. 
The birds and the bees are: 
Going to inherit the Earth?! 




















PRIVIIW 

Titus are a bit like the number 73 Bus, you know. Not 
as much as a whisper of a new product for ages and 
then a whole bunch of ‘em come steaming around 
the corner all at once. Bringing up the rear in this 
impromptu convoy is their latest game, a platform 
blast ‘em up, that transports one player to the tanta- 
lisingly, albeit provisionally, titled land of Realm. 

Realm reckons to differentiate itself from its innumerable 
competitors in that it offers five long and very different lev¬ 
els of almost frighteningly incessant blasting action. The bad 
guys, that vary widely from woodland demons to assault- 
suited cosmonauts, come in thick, fast and very deadly waves 
- and from all sides too. It's a good job then that the game's 
hero - we'll call him Brendan - is able to fire his vast arsenal 
of weapons in eight directions. The game itself is somewhat 
reminiscent of Super Contra with its side-on aspect and fre¬ 
netic style. But, given Contra's formidable rep, that compari- 





Five HUG€ LEVELS OF NON-STOP BLASTING MAYHeM! 


CRYSTAL AMAZE 

Despite the variety of different landscapes through, under and across which the 
action occurs, there is one landmark feature common to all locations. There are 
these weird-looking, bright yellow crystals everywhere. Hidden up trees, under 
waterfalls, attached to the wings of giant flying ships - 
all over the chuffin' place. They're not just there to 
make the place look pretty, though. Try and take 
time out from the never-ending enemy attacks 
to shoot one of these crystals and their purpose 
is soon revealed. They hold a multitude of 
energy-ups, new weapon icons and ammuni¬ 
tion recharges. Try to avoid blasting the crys¬ 
tals with too powerful a weapon, however, 
as this blows them up. Also be aware that 
all the time you spend blasting away at 
these handy items, the enemy are blast¬ 
ing away at your sorry ass! 


ODDBALL ADVERSARIES - GRUESOME GUARDIANS! _ 

MORE WEAPONS THAN YOU CAN SHAKE A SILLY STICK AT! 


I’M THE DADDY NOW 

Anyone brave or foolish enough to ask our diminutive hero "where's 
your tool?" is in for a nasty and, doubtless, very painful shock. You see, 
our likely lad, despite the unassuming cut of his trousers, has more 
than just a few weaponular surprises hidden about his person. His 
standard weapon, as you'd expect, is a pretty harmless pea-shooter. All that 
soon changes, though, and this is soon upgraded to a rapid-firing chain gun, or a 
deadly repeating boomerang, or a piercing laser, or a multi-headed homing mis¬ 
sile launcher. You get the picture? All weapons are multidirectional and can be 
chopped and changed around at leisure. None except the wimpy pea-shooter last 
forever, though. Damn! 


GAME DATA 

• GAME: REALM 

• BY: TITUS 

• RELEASE: TBA 

• GAME TYPE: PLATFORM 

• PLAYERS: 1 

• CART SIZE: 8 MEG 
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Jungle Strike 
and Desert 
Strike are 
trademarks of 
Electronic Arts. 


OCEAN SOFTWARE LTD • 2 CASTLE STREET ■ CASTLEFIELD • MANCHESTER • M3 4LZ ■ TELEPHONE: 0161 832 6633 • FAX: 0161 834 0650 


on the GameBoy is 


Super Gamer 88 
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GAME DATA 


• GAME: JAMES POND 3 

• BY: US GOLD 

• RELEASE: JUNE 

• GAME TYPE PLATFORM 

• PLAYERS 1 

• CART SIZE 16 MEG 


(ABOVE) Those two mice just kicked his butt. Mice rule! Huh huhuh, etc. 


M ore than a year after his being lightly tossed in butter 
and served to the Megadrive-owning masses, James 
Pond is diving into the frying pan for another mad- 
carp adventure in outer space this time for the Super NES. 
Actually it's the exactly same one but, with a bit of luck, this 
version ought to look and sound quite a lot better. 

Operation Starfish is a platform game of a scale previously 
only attained by Super Mario World. The graphical style is 
almost identical too. So are many of the puzzles. In fact any¬ 
one who is looking for blinding originality here just isn't going 
to find it. What is promised however is a more than substan¬ 
tial partner for Super Mario upon the game's release early 
May. Here's a brief run down of what to expect from FI5H this 
time. 

COD AND TRIPS 

What first appears as a very straightforward path for Pond to follow 
needn't remain that way. Though the majority of stages are laid out 
for Robocod, the more rewarding areas are found after more dedi¬ 
cated exploration. Pond often chances upon hidden blocks that 
appear above his head, usually by complete accident. Using these 
as platforms Pond reaches new heights where he invariably discov¬ 
ers the key to a whole new stage. 

RECIPE FOR DISASTER 

Poke it in the gills or stamp on its fins but a cod will never change 
its facial expression, mainly because it can't. Nature may have 
blessed James Pond with a cheery smile, but it's nothing more than 



a facade for a truly cold and calculating personality. He thinks 
nothing of obliterating moonscape with bombs or damaging expen¬ 
sive machinery with his titanium flippers, so long as it meets with 
the satisfaction of his agency, FI5H. 

In next month's issue, NMS fillets Robocod and stares into the 
entrails for clues in the hope of finding whether Operation Starfish 
succeeds, or exceeds itself, in its mission to satisfy your basic plat¬ 
forming needs. 
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T he Seventies. Like, wow man, what a decade. In the space 
of ten years the world witnessed the invention of the 
Spangle, the Cortina, and of course, the Superbike. A new 
generation of road knights mounted their silver steeds in 
preparation to do daring and battle across the high plains of 
international racing circuits. Only the truly glorious shone 
through. Demi-gods clad in leather and held together with 
bits of metal. 

Now comes your chance to prove yourself on the highways 
and byways of the world's most exhilarating race tracks in 
Time Warner's Kawasaki Superbike Challenge. Following the 
recent return to popularity for the sport, it's time to saddle up 
for the NMS preview. 

GOTTLE OF GEAR 

To give the game an edge of realism, the programmers have includ¬ 
ed technical and weather variables. Before you even get astride a 
dream machine, track conditions have to be considered, and appro¬ 
priate measures taken. On the bike you have the option to change 
the gear shift - manual or automatic, high or low, and the tyres - 
depending whether the track is wet or dry. 

SPEC-TRACKULAR 

Some of the world's toughest tracks have been carefully recreated for 
Kawasaki Superbike Challenge. From the dreary dull days of Brands 
Hatch to the sun-kissed shores of the Australian tropics, every track 
has its individual challenges to overcome. If your feeling slightly 
more confident, how's about a spot of saddle sore action with the 
endurance in, where else but, Japan. 

TWO PLAYER 

A racing game can hardly call itself a racer without at least a two- 
player option. True to form Kawasaki has accomodated two-players 
with a split screen option. Within the split screen the choice is your's 
as to whether you play head-to-head, mano-e-mano, or against the 
other bikers from the world circuit. 


KA WAS AM 

SUPERBIKE EHALLENEE 


BE THE BARRY SHEEN BF SUPER NES EIREUITSI 
LEAVE 5KIB MARKS THE WORLD AEROSSl 



21 (NMS) 



















• A vast game encompassing a 
huge number of complex levels 
and sub-levels 


The game features a variety of 


• Many extra of level guardians to 
defeat on the way to your final 
destination 


THE ADDAMS FAMILY IS A REGISTERED 
TRADEMARK OF PARAMOUNT PICTURES. 
OCEAN IS AN AUTHORIZED USER. 

® AND© 1994 PARAMOUNT PICTURES 
ALL RIGHTS RESERVED. 


OCEAN SOFTWARE LTD ■ 2 CASTLE STREET - CASTLEFIELD • MANCHESTER M3 4LZ TELEPHONE: 061 832 6633 • FAX: 061 834 0650 
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ENTERTAINMENT SYSTEM 


Become Uncle Fester in this adventure of gargantuan proportions 


Interact with all your Addams Family favourites in your quest 
to rescue Baby Pubert from evil exmanny Debbie Jellinsky 


Use ail trie sKiiis and weapons 
to solve tfie myriad of. puzzles 


diapers - having been baby-napped!) 

Cart contains 16 Megs of action and adventure spread over 
13 massive zones and a Save Game option to help you along 


Check oufthe massive Ocean/Burger King promotional giveaway running Nationwide between March 10th & April 13th 





According to the instruction manual, Wario’s Woods 
is ‘similar to Tetris’. It’s sod-all like Tetris! It’s more like 
leaving the mess in your bedroom to develop for three 
and a half weeks, all the while remembering where 
everything important lies, then attempting to tidy the place 
while some fat bloke with a moustache nicks off with the 
fiver you left on the Big Mac carton. It’s similar to that. 

Toad has remained something of an unsung hero in the Mushroom 
Kingdom, really. But now, in Wario's Woods, Toad is busy proving himself as 
than just a fun guy to have around. Using a trick learned in Super 


more than just a tun guy to have arouna. using a tnck learnea m ouper 
Mario Bros 2 Toad sets about using bombs to explode the heck out of a big 
bunch of spooks, who Super Mario's alter-ego Wario has summoned from the 
deepest dark. All the while Toad has the duty of protecting collections of gold 
coins from the miserly banana-coloured-overall-bound bandit. 

Like Doctor Mario another 
Super NES puzzler Wario's 
Woods originated as a NES 
game, but whereas DM 
shares silicon with a fun ver 
sion of Tetris, Wario's Woodj 


most basic task in Wane's Woods is to 
Vario's plans by aligning at least one 
SiU. 1W° some-coloured ^ 

ch point the entire group d ! s ° PP , e ^ f d 

rfLseelemen-soreo.o^.^ 

■ V.'-.'—'j Woods this is 

tree trunk, a pillar of 

u icicle; depending on 

Mushroom Kingdom Wario 

next. Problem is there are 
of spook and bomb, 


as they are continuously dr op P, 9 
play area. In the case of Wario s . 
either the inside of a 
rock or even a huge 

where in the I- 

chooses to disrupt 

ZJC’Sfn.opW i modern. As ares, 

them into columns and rows in order to 
wav for his match-making skills. 


f tood isn ' f quick enough Wario 
ts, causing the thwomp at the top of 
crashing down! 


starts pounding 
the screen to 


(ABOVE) So long as Toad has 
with a bomb in some way , th( 
ways in which he can trigger 
where he stands Toad can e.t 
above his head, toss it aside, 
kick it into place to complete 
tricks are explained in a uset 
where examples of complex i 


(ABOVE) Climbing above counts as 
another way to position a bomb. 
Find a good place and let one drop! 
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(ABOVE) This egg contains a mystery 
spook. Toad won't know what it is 
until it cracks open. Coo. 


(ABOVE) Clear the area in record 
time and Wario loses his chance of 
stealing the cash. 


WARWS BACK AND H£S BAD EVERBEFORB. 


MEW GAME STARRING SUPER MARIO CHARACTERS! ) 



Which level 
vould you 1 ike 
to play? 


J UI ^ f I rV^.1 


HARD 


iti -V-ji A A 


. ,.r ‘ y T Y load ls so powerful Zip'c 

? roun d doesnf it 

mmm 


• BY NINTENDO 


• RELEASE JUNE 

• GAME TYPE PUZZLE GAME 

• PLAYERS: 1-2 

• CART SIZE: 8 MEG 


r 


Sato's sy-g « 

J ! " d . han 9-around until they are intro- 
before dearirlg 


lavas toad 


- HE’S SO COOL EVEN HE DOESN’T Klunur,r V rr. 


GAME DATA 


• GAME WARIOS WOODS 


(ABOV* Both playen; t 3ing adhere" ^ 
mode. Player-one is struggn 9 


(LEFT <& BELOW) Toad can either 
carry one or a whole bunch of 
spooks at a time. 


(ABOVE) "How do you like my hat?" 
"Nice. How about my make-up?" 

(A lesson in politeness.) 
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Winter is at last loosing its icy grip across the 
nation. Buds are springing from branches and 
seedlings poke their heads, tentatively, above 
ground. It's time, once again for that annual spring 
ritual - the releasing of the Ice Hockey Garnet. 

a. * * 

This year it's the turn of NHL Hockey \ 

'95, for the Game Boy no less. This 

conversion has been handled by THQ * \ 

with a little help from Probe. It's only a \ 

one-player affair, alas, but with its 4 K \ 

Meg cart it packs in more than enough \ 

features from the 1 6-bit original to \ 

make up for it - like all the NHL teams \ 

in the '95 season roster for starters. \ 

Here's a bit more detail in advance of -- -' ^ — 

the forthcoming review. I I *2 I I 


ONE TIME STA ND 

Of the many shot types in the noble sport of Ice Hockey, the one 
that must rank as the spawniest is the One-Timer. No other shot 
is guaranteed to make your opponent's teeth grind more than 
this. To perform it a player must take possession of the puck and 
head off down the wing. Just short of the goal line - and this is 
the bit that takes practise - pass the puck to the team-mate 
nearest the net. Do not attempt to take control of it, simply let it 
ricochet off the stick and it's all over before the goalkeep has 
time to react. Hurrah! 


CO 




HELLO MRS HOCKEY, IS NHL 
COMING OUT TO PLAYOFF? 

This game offers more than most in terms of play options. For 
the casual player who doesn't want to become embroiled in the 
ups and downs of a full season battle there's the Regular 
Season game. It's easy, it's uncomplicated, it doesn't spoil your 
appetite. For the more hardened stick-wielder, though, there's 
the Playoff Modes. Oddly enough the basic idea behind these 
are to take one team through to the Playoff finals. There are 
two types - the regular Playoffs (or Continue Playoffs if you've 
saved your position) or the Sevens - a sort of miniature version. 
Don't expect to win either, though, as they're both rock and you, 
in every probability, are not. 


GAME DATA 


• GAME: NHL HOCKEY ‘95 

• BY: THQ 

• RELEASE: MAY 

• GAME TYPE: SPORTS SIM 

• PLAYERS: 1 

• CART SIZE: 4 MEG 












PGA mmmntw 


EUROPEAN 


Video games are colourful and exciting 
affairs. So why are golf games so popular? 
Golf is played by middle-aged men in bad 
knit wear, isn't it? Not thrusting young gam¬ 



ing buccaneers like us. And yet console golf 
games are tremendously popular - none moreso 
than the PGA series. And now, thanks to THQ, you'll 
be able to pull on those plus-fours in the comfort of 
your own armchair with PGA European Tour. 








Actually I've got a bit of a confession to make - I love golf 
games really, and PGA Eorpean Tour looks like it's not going 
to disappoint either. The game is startlingly packed for a 
Game Boy title. In fact it has more packed into its tiny four 
meg cart than any previous golf game on the 'Boy or Super 
NES, what with reams of play options and four full and very 
tricky courses. With all that crammed in, you'd expect some¬ 
thing to be sacrificed, but, aside from modified graphics for 
the Game Boy, PGA ET seems to be fairly complete - it's even 

release, we'll 


FOUR COURSE DEAL 

Using the miracle of modern technology and a very large shoe¬ 
horn indeed, PGA European Tour has managed to wedge in four 
full sized (ie, 18 holes), championship courses. All based on the 
genuine article, apparently. For beginners just breaking in their 
silly shoes there are the gently rolling courses of the Forest Of 
Arden in Warwickshire. The next stop is only a shortish hop 
down the road to Wentworth where the leafy courses are a bit 
more trap-happy. Next stop is the unpronouncable Crans Sur 
Pierre in Switzerland and, ooh, these babies are tricky. But not 
comapred with those of our last stop, Valderrama in Espana. 
That's Spain to you lot. Combine the worse bits of the previous 
three courses and you'll get the picture. Well, at least the 
weather's nice. 


GAMING BOY GOLFING GETS SERIOUS! 

CHOOSE FROM FOUR FULL WORLD CLASS COURSES! 
THERE’S NOTHING KRAZY ABOUT THIS MINIATURE GOLF! 



I’M A CONTROL FREAK! 

Using what amounts to a big metal stick to control the actions of 
a wee plastic ball is a very precise affair. To this end PGA ET 
offers players the choice of four full sets of clubs - Standard, 
Match, Skill and Power. Unsurprisingly, players are also able to 
effect the minutest change in their shots. This is managed via 
the Stroke Meter, a graded bar that marks shot power between 
0-100%. When activated, one button press stops the bar at a 
player's chosen percentage, dictating how hard the ball will be 
struck. The really tricky bit is stopping the meter exactly on the 
nought percent mark as it falls back again, this decides the 
accuracy of the shot. Players may also control the amount of 
hook or slice using the Draw and Fade meter. 


GAME DATA 


• GAME: PGA EUROPEAN GOLF 

• BY: THQ 

• RELEASE: MAY 

• GAME TYPE: SPORTS SIM 

• PLAYERS: 1-2 

• CART SIZE: 4 MEG 















REVIEW 


CART SPEC 

• BY: GREMLIN INTERACTIVE 

• PRICE: TBA 

• RELEASE: MAY 

• GAME TYPE: SHOOT ’EM UP 

• CART SIZE: 16 MEG 


GAME FEATURES 

• NO. OF PLAYERS: One 

• HEAD TO HEAD: No 

• BATTERY BACKUP: No 

• CONTINUES: Password 

• OPTIONS: Control, co-pilot 


GAME INFO 

• GAME ORIGIN: The sequel 
to the very fine Desert Strike. 

• GAME DIFFICULTY: Hard 

• SCORE TO BEAT: Reach sec¬ 
ond campaign 

• ALTERNATIVES: Desert 
Strike 


GAME CONTROL 

• CONTROLLER: Joypad 

• RESPONSIVENESS: Good 

(X) Shoot cannon 


Fire off hell fire missile 


Nothing 


Fire hydra rocket 


L Nothing 
R: Nothing 

Start: Pause the game 
Select: Campaign map 


GAME CREDITS 

• DEVELOPED BY GREMLIN 

• DISTRIBUTED BY: EA 

• MADE IN: ENGLAND 

% ARTWORK: c ELECTRONIC ARTS 
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E lectronic Arts. You just can't fault their products 
really can you? After all, they're so good, they 
release practically the same line-up of games year-in 
and year-out yet people still buy them. It's just a shame 
plucky young Super NES owners don't get to see much 
quality product from EA. After all, why should only 
Megadrive owners get top 
products like Jungle Strike, 
eh? EH? Well not any more. 

The days of Sega-only Jungle exclusivity are now over thanks to 
a cunning licensing deal from those nice chaps over at Gremlin 
Interactive. They've taken the brilliant Megadrive game, con¬ 
verted it lock, stock and barrel over to the Super NES and made 
it far superior to the Sega game into the bargain! How's that 
for service? 

If you've been abducted by aliens, been in a coma, or maybe 
you're just stupid, you might not have heard about what Jungle 
Strike is all about. Basically, it's a top-notch isometric 3D strate¬ 
gy blaster featuring you as a hardened helicopter pilot out to 
destroy an evil South American drug lord and his maniacal 
despot president. 

The gameplay is split into nine distinct campaigns, each with at 
least five sub-missions. These range from destroying enemy 
targets, to rescuing important people, recovering stolen i 

vehicles and killing filthy terrorists. As well as all the blast- M 

ing, it's a good idea to keep a track on your chopper's sta- ^ 
tus, so it's important to replenish the vehicle's armour, fuel 
and weapons. Aiding you in these tasks is the super-useful 
map, which breaks down all of your mission objectives, locates 
enemy hardware as well as supplies. 

And to be honest, you're going to need all the help you can 
get, because Gremlin have taken the original game and made 
it even harder to give you even greater value for money. Think 
you're up to it, soldier? 


TOOLS OF THE TRADE 

Jungle Strike offers four different forms of transport for you to 
have a go with - two airborne and two based on the ground. 
Some are great, some are crap. Since Which? magazine haven't 
really featured multi-million dollar military hardware yet, we 
thought we'd step in with a bit of a guide to what's on offers 
Read on... 


COMANCHE CrUNSHir 

The most powerful helicopter gunship in the 
world today, the Comanche is armed with a 
high-calibre vulcan cannon, 60 hydra rockets 
and nine hellfire missiles. Extremely well- 
armoured and highly manoeuvrable, the 
Comanche is the best form of conveyance in 
the game - which is just as well since you're fly 
ing it for around 70% of the game's duration. 


mm 























STRIKE 


HOVERCRAFT 

This craft makes its first and only appearance 
in the second campaign and, while it isn't half 
so powerful as the Comanche, its high speeds 
and fluid handling make it just the ticket for 
taking on well-armoured speedboats and 
stealth submarines. Its weaponry is similar to 
the Comanche's, but instead of hellfire mis¬ 
siles, it's equipped with mines which destroy 
just about anything in record time. 


atir*d D: AMN1H1L 
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STEALTH FIGHTER 

Those filthy terrorist scum have pinched one of 
the USA's finest stealth fighters, so it's up to 
you to "go in there", recover the 'plane and 
use it to destroy the range of bridges and drug 
fields contained in the jungle. In terms of 
weaponry it's nigh-on identical to the 
Comanche, but it's faster (although less 
manoeuvrable) and you don't need to bother 
refuelling it - perhaps it's solar-powered, or 
something. Heh-heh, heh! 


ARMOURED MOTORCYCLE 

This has pride of place in the museum of use¬ 
less inventions, gathering dust next to the 
solar-powered torch and chocolate teapot. 
Quite frankly, this is the weediest, most 
pathetic vehicle in the game. You need to use 
the bike to take out some ground-based tar¬ 
gets which (oddly enough) prove totally invul¬ 
nerable to attack from your helicopter. Boo! 


I personally 
rank Jungle 
Strike as 
one of the 
3L best 16-bit 

' blasters I've 
played. The 
Super NES 

eSSoT^ r * -O ' library is 

packed with 

RICH d Zlr em 

ups, but very few match the 
range of great mixture of 
action and strategy contained 
in this title. Everything about it 
clicks into place perfectly. 
Although the audio-visuals are 
fine, it's the gameplay that's 
going to be winning the 
awards. Each mission presents 
a new challenge for you to 
complete, be it a spot of sharp¬ 
shooting, a seek/locate/destroy 
sortie or a spot of escort duty. 
Add to this the variety of differ¬ 
ent vehicles you get to control 
and the huge number of cam¬ 
paigns and you have one 
excellent purchase. Out of all 
the Strike games released on 
any machine, Super NES 
Jungle Strike comes out tops 
without a shadow of a doubt. 
Put simply, it's a priority buy. 


Luckily we-ve sP 
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CAMPAIGN TRAIL 

Jungle Strike features nine campaigns' worth 
of top strategic blasting activity. Without giving 
that much of the game away, here's a little 
preview of each level. 


REVIEW 




% 


C AMPAIGN THREE 

The enemy have dared to set up terrorist 
training camps directly in your flight-path. 
Secure a landing area, take out the defensive 
perimeter, blow up their power station and 
blow the hell out of their tents. Watch out for 
some serious artillery (the tanks leave tracks in 
the sand, so you know when to be careful). 




CAMPAIGN ONE 

The terrorists have launched an all-out attack 
on Washington DC under cover of daylight. 
Protect the historic buildings from suicide 
bombers, blow up loads of enemies and save 
the President. Then go home for tea. 


CAMPAIGN TWO 

More terrorists types have emerged, swiping 
some plutonium and scarpering as fast as 
their terrorist legs will carry them. You inter¬ 
cept them at a series of South American 
islands. Clamber aboard your hovercraft, 
recover the plutonium, rescue a downed FI 5 
pilot and kill some filthy terrorists. That'll 
show them. 




CAMPAIGN FOUR 

There's nothing to beat the enjoyment of 
killing a filthy terrorist in his bed, that's what 
we say - and there's plenty of these unfair 
tactics in this mission, where you attack in 
the middle of the night. The problem is that 
not all of your prey are asleep (perhaps you 
can settle for just shooting them in the back 
then), so there might be some problems 
when you blow up all their helicopters, 
guard towers and prison camps. Nothing 
that a combat-hardened green beret type 
like you can't handle though. 


CAMPAIGN FIVE 

This fifth campaign is set in Mexico, where 
even the ordinary people carry AK-47s and 
attempt to blast you out of the air - and that's 
in addition to anything the scum-sucking ter¬ 
rorist filth have lined up for you. A cunning 
counterfeiting and drugs operation needs to 
be destroyed here - and you can blow up the 
Mexicans' marketplace if they annoy you too 
much. The climax of the level is an epic 
ground-chase between you in your military 
motorcycle and five armoured cars. 

































STRATEGY 


ACTION 


CHALLENGE 


ORIGINALITY 


LONG-TERM INTEREST 


HOUR 


WEEK 


MONTH 


YEAR 


REVIEW 


GRAPHICS 


A A vast range of different 
landscapes and enemies 
featuring tons of detail. 
Jungle Strike is something 
of a "looker". 




LASTABIUTY 

A The numerous cam¬ 
paigns and missions 
should keep you occupied 
for a fair old while... 

▼ ... But once the game's complete, 
there's little to bring you back. 




OVERALL 


A superb conver¬ 
sion that takes 
pride of place in 
the Super NES 
shoot 'em up 
library. 
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Please don't 
judge this 
game by its 
slightly naff 
graphics - 
they really 
don't do the 
ace game- 

_■ play justice 

at all. 

MkNBV Jun 9 |e 

Strike is one 

of the most absorbing titles on 
the Super NES, or any other 
machine for that matter. Its 
success lies in its mix of skill, 
strategy and good old blasting 
action. The Comanche is a 
tricky beast to master and the 
first level is quite depressingly 
hard. However, once you have 
the feel of its controls the 
game just opens up. And it's 
vast - with each of the eight 
levels divided into multiple, 
maniacal missions where the 
enemy resistance just gets 
overpowering. There are treats 
in store for those who dare, 
like flying the F-l 1 7 A Stealth 
Fighter. I love this game plenty 
and reckon you will too. 


Looks like we 
found Faceman 
Now let's see 
how fast a 


top gun he 
really is. 


V - - -i 


CAMPAIGN SEVEN 

Some of the more clever terrorist "bandits" 
have stolen your favourite FI 1 7A Stealth 
Fighter. Of course, you aren't having any of 
that, so you fly deep into terrorist territory, kill 
off the people who nicked your 'plane and 
then use it to blow up all of their drug fields 
and bridges. Destroy their missiles, nuclear 
warheads and anything else that catches your 
eye as well. 


campaign six 

From Mexico to Alaska as you take on the 
obligatory ice level. The best co-pilot in the 
game needs to be rescued, and once you get 
him, you have the opportunity to destroy loads 
of missile silos AND kidnap a top-ranking 
soviet general. Unfortunately, you don't get to 
conduct his interrogation. However, you do get 
to blow up his fortress and shoot all of his 
friends. So that's all right then. 


C AMPAIGN EIGHT 

Since you're flying in the general area, you 
decide that it's time to bring down the entire 
South American drug trade in one good, clean 
surgical strike. The corrupt leader of the coun¬ 
try and the main drug lord also happen to be 
in the area, so who's to know if they "caught 
in the crossfire" then eh? Heh heh. 


CAMPAIGN NINE 

Oh no! Whilst you were busy restoring free¬ 
dom and justice for all in the oppressed South 
American drug countries, your enemies have 
regrouped and are attacking Washington DC 
again. Will you get there in time? Will you 
save the day? Or is the President dog-meat? 
It's up to you, soldier. 


PLAYABILITY 

A It's all in the gameplay 
• and Jungle Strike doesn't 
disappoint with its great 
control methods and fabbo 
blasting action. 


SOUND 

A Great effects, and 
Gremlin have resisted the 
temptation to include 
some Jungle music... 

T ... Unfortunately what music there is 
isn't so hot. 


































CART SPEC 

m BY: CAPCOM 

• PRICE: TBA 

• RELEASE TBA 

• GAME TYPE.PLA TFORM 

• CART SIZE: 16 MEG 

i ■< 

GAME FEATURES 

• NO. OF PLAYERS 1 

• HEAD TO HEAD: No 

• BATTERY BACKUP: No 

• CONTINUES: Infinite 

• OPTIONS Sound / Control 

' 

GAME INFO 

• GAME ORIGIN: The latest in 
the evergrowing Mega Man 
series and more on the way! 

• GAME DIFFICULTY Medium 

• SCORE TO BEAT: Complete 
the game quite quickly. 

• ALTERNATIVES: The first 
Mega Man X, Hagane, 
Castlevania IV and most quality 
platform games 


GAME CONTROL 

• CONTROLLER: Joy pad 

• RESPONSIVENESS Mega 

No Function 

(A) Dash 

Jump 

(Y) Shot 

® L: Select weapon 
R Select weapon 

Start: Starts/Menu 
Seleci No function 


GAME CREDITS 

• DEVELOPED BY: CAPCOM 

• DISTRIBUTED BY CAPCOM 

• MADE IN: JAPAN 

• ARTWORK: c 1994 CAPCOM 


Isn't Mega Man completely exhausted by now? More's the point, haven't 
we seen quite enough of him? With six starring roles on the NES and four 
on Game Boy, the Super NES isn't far behind now with two of its own! 
How long can this robo-boy blue keep blowing his horn? 



O nce again Mega Man is drawn into 
a series of graphically stupendous 
confrontations with mutant 
cyborgs, led by renegade reploid Sigma. 
It seems the apparition fought by X at 
the close of his first Super NES extrava¬ 
ganza was nothing more than a clever 
diversion, giving Sigma time to escape. 
Now he's assembled three of the crimi¬ 
nal world's most renowned villains on 
an unchartered island to plan global 
chaos! Aiee! 

X2 is so complex Capcom developed 
a purpose-built DSP chip just to handle 
it. Now Mega Man has more tech¬ 
niques, greater fire-power and faces 
trickier obstacles than ever before in 
his replicant life. Certainly this is the 
most we've ever seen from Mega Man, 
but is it all proving too much? 


NEW ACTION 2 


laser tracking 


NEW ACTION 1 

MEGA FIREPOWER 
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MEGA WEAR 

Through careful observation and shrewd explo¬ 
ration, X is given opportunity to replace his 
standard Blue Armour for advanced techno¬ 
wear. THRILL to his super-charged X-Buster as it 
delivers twice the firepower with double the 
noise! GASP as Mega Man cuts through the air 
with the aid of his rocket boots, crossing spaces 
impossible! MARVEL as our hero emits an elec¬ 
trical charge so powerful it destroys all enemies 
— though not the bosses, bah! Finally, become 
AMAZED as the Man previously known as X 
sees through walls with his X-Ray vision; discov¬ 
ering secret passages leading to where more 
super power-ups are hidden! 


CX4=P0WER! 

The role played by Capcom's DSP chip is obvious 
from the word START. Evidence of what the Cx4 
is capable is first demonstrated by watching the 
X rotate into view on the title screen; one of its 
contributions being the ability to render 3-D vec¬ 
tor graphics. A sword generated by the Central 
Computer is actually the work of Cx4 and, if this 
looks slightly feeble, wait till you see what occurs 
later in the game it's huge! Generally the Cx4 is 
employed to manage sprites in size and number 
of the kind the Super NES usually cannot handle. 
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EG AM AN IS BACK!! ARMED WITH 


MEGAMAN X2i 


RIDE ARMER: TYPE EG -2 CUSTOM 

One feature that impressed NMS the last time 
around was Mega Man's armoured suit, or 
Ride Armer. In X2 Mega Man takes control of 
the 'Type EG-2 Custom' version! This incredi¬ 
ble contraption is equipped with Titanium- 
tipped excavation tools to burrow through 
walls, plus a small jet mounted on its back 
enabling it to hover briefly in the air to per¬ 
form prolonged jumps. 


M. \ My anticipa- 

> mk tion of X2 

did not go 
unreward- 
k ^ ed, as it is 

superb! 
Though not 
greatly 
C- imp roved 
over the 
first Super 
**'* mm ^ w NES game, 
there are every plenty of rea¬ 
sons to place this game high 
on anybody's wants list. Unlike 
Paul I find the benefits of the 
Cx4 chip aren't so obvious, 
though I admit bigger things 
happen more often than last 
time. It didn't take me long to 
get through the game, howev¬ 
er I did play it none stop for 
the best part of three days until 
my eyes were screaming: 

'HEY!'. On top of this I still 
can't resist the excuse of show¬ 
ing other players the ropes, just 
to sneak another quick go. As 
is the case with the original 
Mega Man X, there is so much 
more than just a straight-for¬ 
ward play through here and 
the techniques required to find 
them are fantastically tricky to 
perform. Occasional slow¬ 
down is negligible considering 
the superior quality of X2 as a 
whole. In fact, forget I even 
mentioned it! Go get it! 


1 By straddling his ADU-T400 Turbo, Mega 
I Man speeds over spiked areas that would 
1 otherwise bring about instant termination. 
Instead of wheels this dream machine uses 
hover jets, making light work of crossing 
awkward terrain. Ride Chaser, as it is better 
known, is also fitted with a plasma cannon for 
defence purposes only — though it certainly 
sees a lot of action in this game! 


RIDE CHASER 


ADU-T400 TURBO 


RIDE ARMER 


TYPE EG-2 CUSTOM 


?vv power tools is 
is getting it here 


(LEFT) Metamor — the moth-like mutant 
reploid — is especially vulnerable to fire. 
Pity X doesn't have it yet! 


SUITS ME BETTER 


How Mega Man adapts and improves himself 
throughout all his missions is unique, if not 
ingenious; which is probably why Capcom have 
left the method unchanged. At the start of every 
adventure Mega Man has only his X-Buster for 
protection. After emerging victorious from his 
first confrontation with a mutant reploid Mega 
Man absorbs their power and, from then on, is 
able to turn it against Sigma's cronies. The extra 
special part of all this is that certain enemies, in 
particular the bosses, are especially vulnerable 
to specific weapons. Use this knowledge to 
choose Mega Man's strategic course of action. 
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(LEFT) Here's Wire Hetimarl doing as best he can 
to look scary. Wire is in fact the easiest boss to 
defeat in the entire game. What a plant! 

















HOUR 


WEEK 


MONTH 


YEAR 


REVIEW 


MEDDLERS 3 

While Sigma readies his dark plans behind the 
scenes, the trio of Super Villains lure Mega Man 
into direct confrontation. Between stages this 
group, which consists of a Samurai, a Fat Hog 
and a Mystic, beam down to random locations 
on the island at which point Mega Man choos¬ 
es to either ferret them out or leave them be. 
The reason for confronting them is to snatch yet 
more specialist components from their clutches 
only this isn't so easy... 


MEDDLER 1 

mystic man 


--wh. 

.r - 


MEDDLER 2 

mega hog 


(RIGHT) Samurai X's sword is 
capable of dealing long-ranged 
attacks as well as cutting deep 
when up close! 


(ABOVE) Flame Stagger sends waves of blue flame 
coursing along the ground , crippling X in the process. 


r 

With Mega Man's second 
appearance the Super NES 
^ comes alive with fantastic colour 

L ^ and amazing sounds. X2 plays 

with the true grit of all the 
toughest action/ platform clas- 
rj5r . sics and, where this kind of 

praise usually ends, the Cx4 
chip allows the game to break 
out into more outstanding terri- 
A9JP1| MJM tory. There are few safe areas 

for Mega Man to hide, so he's 
fighting for his life around 90° of the time. Bosses 
are bigger than before, some are HUGE, and beat¬ 
ing them requires lightning-speed thoughts togeth¬ 
er with superb reflexes. Even having completed the 
game the best players in the office occasionally get 
disgraced when dealing with them, they're so 
tough. Indulging in enough hours of concentrated 
Mega Man action is sure to guarantee completion 
of the game, but that's short-term pattern learning 
for you. Where X2 really delivers is in its relentless, 
heart-racing action unspoiled by graphical glitches 
with only a little slow-down. What's more the 
game sounds mightier than most recent Capcom 
coin-ops — regardless of Q-Sound technology. If 
this one disappoints, you're beyond hope! 


PAUL 


(BELOW) X briefly escapes termination by molten lava! 


THE LATESTX-TECHNOLOGY" 


TURE FIGHTER!! 


BREAKDOWN 


STRATEGY 


ACTION 


CHALLENGE 


REFLEXES 


OR G NAL TY 


LONG-TERM INTEREST 


GRAPHICS 

A Of the highest standard 

possible on the Super NES 

- short of DKC of course. NLP 

Colourful, neat and finely 

constructed with special 

effects generating a charged atmosphere. 


SOUND 


A Hook it up to the stereo 
if you can - these tunes 
rock! The futuristic, mood¬ 
enhancing sound effects 
are dynamite too! 
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PLAYABILITY 

A As exacting as ever only . 
this time with greater ( 
rewards. The new power- 
ups are stupendous! 


▼ Occasional slow-down in unexpected 
places disappoints. Difficult boss charac¬ 
ters are maddening at times. 


LASTABILITY 


A Difficulty aside, X2 is 
one worth returning to just 
to give you and your Super 
NES a good work out. 


86 


▼ The usual 'played it, seen it, done it' 
syndrome. Thrrp! Unavoidable really. 


OVERALL 

Capcom outshine ^ 
just about every- 

one and every- ) ) 

thing when they 
have a mind too, 

and Mega Man X2 is proof of this. 
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SPIDER ACCESSORIES 

It's amazing what they can do with Lycra these 
days. You'd think with such tight-fitting suits, 
Spidey wouldn't be able to carry too much on 
for indeed 


his adventures. But nay, 
he sports a whole host of 
grenades and web- 
slinging refills. Also C 
keep an eagle eye out \ 
for unlikely locations 
to stock up on these 
objects and extra lives. 


Before confronting Venom, 

Spider-Man's primary objec- m 9 

tive is to clear the streets of / 4 ** j m 

jailbird filth. From the labs to the * ill 
penthouse apartment, Venom's * f 

cohorts have captured key loca- _ 

tions in a bid to bring the city to a stand- — 

still. Each level presents different challenges for 
young Peter Parker, including the daring 

swing from end to end under- 
neath the Brooklyn 
Bridge! 




e swoops, he 
swings, he web 
flings! It's super 
sense Spidey, and to 
coincide with the 
relaunch of his career 
as a hero. Acclaim are 
releasing the game of 
the all-new animated 
series. 


Rumblings in the underworld have reached an 
all-time high (and we're not talking last night's 
chilli feast!) Following the mass breakout of all 
the city's major criminal agents, wreck and ruin 
abound. Literally tearing the place apart piece by 
piece familiar felons, Rhino, Lizard, and Dr 
Octopus, are under Venom's guidance. Their sole 
intention: to flush out Spider-Man, and take con¬ 
trol of the citizens. Can the webbed wonder save 
the day? 


SPIDE 
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CART SPEC 

• BY: ACCLAIM 

• PRICE: TBA 

• RELEASE OUT NOW 

• GAME TYPE PLATFORM 

• CART SIZE: 16 MEG 


GAME FEATURES 

• NO. OF PLAYERS: 1 

• HEAD TO HEAD No 

• BATTERY BACKUP No 

• CONTINUES: Up to 3 

• OPTIONS: Alter difficulty 


GAME INFO 

• GAME ORIGIN: From the 
adventures of Peter Parker, 
alias Spiderman, and his battle 
with the evil Goblin. 

• GAME DIFFICULTY: Tough 

• SCORE TO BEAT: Get 
through the first level. 

• ALTERNATIVES: DKC, 
Earthworm Jim, Lion King 


cnm 


L: Sling web 
R: Sling Web 

Start: Starts/pauses 
Select: No function 


GAME CREDITS 

• DEVELOPED BY Western Tech Inc 
) DISTRIBUTED BY: Acclaim 
l MADE IN: USA 

• ARTWORK: c Marvel 


GAME CONTROL 

• CONTROLLER: Joypad 

• RESPONSIVENESS: Poor 


Fire web 


Kick 


x; 

o 


Jump 


Punch 


REVIEW 












STRATEGY 


ACTION 


CHALLENGE 


ORIGINALITY 


LONG-TERM INTEREST 


SOUND 


T Dreadful title music, 
and not a lot else to write 
home about. 


PLAYABILITY 


▼ Poor control, sluggish 
movement, uninspiring 
levels. Need I say more? 


LASTABILITY 


T The first level is so dull, 
you'll probably give up 
before reaching the end. 


rel. Spider- 

PAUL B Man is 

quite 

frankly a shambles! The char¬ 
acter animation is pathetic - 
badly drawn sprites limping 
around the levels. The levels 
- as long and sprawling as 
they may be - are confusing 
thanks to the multi-plane 
construction. And the enemy 
characters have such strong 
homing intelligence that they 
lock on to Spider-Man and 
don't let go! The locations in 
the game are distinctly on the 
unvaried side and don't really 
offer much of an incentive to 
explore. This is clearly a sub¬ 
standard platformer and one 
to give a wide berth. 


OVERALL 


Nice license, 

shame about the j \/ i 

game. Once again f | 

a classic comic ™ 

strip hero is rele¬ 
gated to the platform scrap heap 
thanks to shoddy programming. 
Forget it! 


GRAPHICS 

ZJ 

▼ Badly drawn sprites, 
and lack of variation. Not a 
graphical achievement. 
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SOMETHING OLD, SOMETHING NEW... 

Only three fighters from the original game have survived the conversion, but it's not all 
bad as the five new challengers - Lee, Yungmie, Zazie, Kamov, and Clown - have brought 
a fresh batch of special moves to the proceedings. What's more, as you can see from the 
before and after screenshots the extra memory has been used to the advantage of the 
sprite size and the backdrops. 


A nything you can do, I 
can do better - or so 
Data East seem to 
think. They caused a stir by 
stepping on Capcom's toes 
with the original alleged 
Streetfighter clone, and now 
they've moved into 24 MEG- 
dom with an explosive 
sequel! 

Featuring four play options, 
eight playable characters, 
special moves, and super 
strength bosses. Fighter's 
History Dynamite has all the 
necessary ingredients for a 
top beat 'em up. But as 
everybody knows it will take 
more than sprites and mem¬ 
ory to steal the Capcom 
crown. Let's take a looksee.. 


CART SPEC 

• BY: DATA EAST 

• PRICE: TBA 

• RELEASE: TBA 

• GAME TYPE: BEAT EM UP 

• CART SIZE: 24 MEG 


GAME FEATURES 

• NO. OF PLAYERS: 7-4 

• HEAD TO HEAD: Yes 

• BATTERY BACKUP: No 

• CONTINUES: Infinite 

• OPTIONS Fight mode, config 


• GAME ORIGIN: Sequel to 
yhe original Fighter's History 
which encountered some legal 
problems with Capcom and a 
thing called copyright 

• GAME DIFFICULTY: Variable 

• SCORE TO BEAT: Beat 
Clown in Mizoguchi mode. 

• ALTERNATIVES: Streetfigher 
series, Mortal Kombat 2, Art of 
Fighting 


uT VnrJ' rgT : 


,«r*ViT 


GAME CONTROL 

• CONTROLLER: Joypad 
m RESPONSIVENESS: Average 


Hook 


L: Nothing 
R. Throw 


Start: Pause 
Select: Nothing 


GAME CREDITS 

• DEVELOPED BY: Data East 

• DISTRIBUTED BY: Data East 

• MADE IN: JAPAN 

• ARTWORK: c 1995 Data East 


CES 


















CHOICE CUTS 

Included in the cart are a total of six modes of 
combat. For starters, the Mizoguchi mode is 
based on the traditional story theme - 
Mizoguchi ready to avenge all of those who 
dare to stand in his way. The other modes fea¬ 
ture CPU Battles, Two-Player Versus, Survival, 
and the mighty Tag Team event. But fear ye not 
if your combat skills are somewhat ailing, as 
the Practise mode allows you to perfect your 
skills against any individual of your choice, and 
at any level of skill. 


PLAY AS CHELNOV 

If hidden characters are what you want, then 
Fighter's History Dynamite fits the bill with a 
surprising cheat allowing you to play one of 
Data East's first arcade heroes, Chelnov - star 
of Atomic Runner. It is possible to play as him 
by turning to the hallowed NHS pages for the 
EXCLUSIVE cheat. What are you waiting for? 


STRATEGY 


ACTION 


CHALLENGE 


ORIGINALITY 


LONG-TERM INTEREST 


HOUR 


WEEK 


MONTH 


YEAR 


SOUND 


A Adequate music and 
meaty digitised speech put 
this above average. 


▼ The play is sluggish, 
combos suffering in the 
process. 


It's pretty 
to 

V see why 
Capcom 
were 

wf upset about 

the 

History, but 
with the 

PAUL B Dynamite 

edition, I 

wouldn't be surprised if they 
were even more narked. The 
new fighters, especially Zazie, 
all display uncanningly similar 
moves to their Streetfighter 
counterparts, the only differ¬ 
ence being a seriously reduced 
frame rate. And as if this was¬ 
n't bad enough combat situa¬ 
tions are a decidedly slow¬ 
paced affair. Oh sure, the play¬ 
ers move at an adequate 
speed, but the fluidity just isn't 
there. Fighter's History 
Dynamite isn't all bad, it's just 
far too predictable and way 
below your Capcom league. 


LASTABIUTY 


A Plenty of characters, 
fighting modes, and chal¬ 
lenge. 


OVERALL 


Streetfighter's 
poor country 

cousin, similar : j JK 

characters, almost 
identical moves, 

but none of the magic. A considera¬ 
tion only for obsessive beat 'em up 
gamers. 


GRAPHICS 


A Meaty sprites and nice 
backdrops. 

76 

▼ But how about a little 
more speed and combo 
potential. 

L 
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CART SPEC 

• BY: ELITE 

• PRICE: TBA 

• RELEASE: JULY 

• GAME TYPE: RACING GAME 

• CART SIZE: 4 MEG 


GAME FEATURES 

• NO. OF PLAYERS: 1-2 

• HEAD TO HEAD: Yup 

• BATTERY BACKUP: No 

• CONTINUES: Password 

• OPTIONS: Leagues , 2-player 


GAME INFO 

• GAME ORIGIN The first EX 
game NOT written by Argonaut, 
m GAME DIFFICULTY Average 

• SCO/?£ 70 ££/!7; Reach the 
outback 

• AZ.7£/?/VA77l/£S; Sfcvnf Race FX 


GAME CONTROL 

• CONTROLLER: Joypad 

• /?£SP0A/S/l/£/V£SS Sluggish 


(K) Nothing 
Nothing 


Accelerate 


L Power steer left 
R: Power steer right 

Start: Pause 
Select: Nothing 


GAME CREDITS 

• DEVELOPED BY: ELITE 

• DISTRIBUTED BY ELITE 

• MADE IN: ENGLAND 

• ARTWORK: c 7995 £/.//£ 



W hen the FX chip was first 

announced two years ago, it 
was set to revolutionise the 
gaming world in a way video recorders 
enhanced TV viewing. It allowed for 
fast-moving polygons the Super NES 
couldn't normally handle and, if pop¬ 
ular, there were FX2 and even FX3 
chips already on the drawing board 
Argonaut, the team behind the chip 
were the first off the mark with 
Starwing, a stunning 3D blaster 
which needs no introduction. And 
then came Vortex through Sony, a 
stunning 3D blaster written by... 
er. Argonaut. And then Nintendo 
returned to the FX fray with Stunt 
Race FX a stunning racing game 
from the capable hands of... hold 
on, it's Argonaut again. Now, we 
don't think that Argonaut have been too terri¬ 
torial over their piece of chippery, but there's a pat¬ 
tern emerging here. Gametek's plans for FX Spectre 
came and went, and Elite FX from whoever's bought it 
this week seems to have gone for a burton, too. 
Leaving lil' ol Elite who, whilst still working on Power 
Slide (engine troubles?), are set to unveil Dirt Racer 
for all you die-hard FX fans. Phew, and there's me 
thinking it was the new Betamax... 



ROUGH RIDER 

Anyone expecting a basic retread of Argonaut's Stunt Race FX 
is in for a shock. Dirt Racer lives up to its name by inviting the 
player to trundle a variety of large-wheeled ve-hick-ules 
across the roughest terrain this side of Beirut. In all, the game 
contains fifteen tortuous tracks, each of which is sub-divided 
into three smaller areas, and which contain increasingly haz¬ 
ardous objects and landscapes. The game opens in Britain 
with what is basically a walk in the park which lets the player 
get to grips with the controls, and offers them the chance to 
slam into an assortment of conifers and hedges as they race 
their computer-controlled foe. However, moving on from this 
M25 simulator, later courses whisk you off to desert and 
arctic terrains, which offer dustbowl very slippy surfaces 
respectively. 
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DEALS ON WHEELS 

With so many surfaces and hazards in your way, it's obvious 
that only Gerry Anderson's Supercar (ask yer Mam) would stand 
any real chance of getting through in one piece. To counter 
this. Elite offer a trio of top-quality, no-questions-asked, I'll- 
get-me-paperwork-out-me-van 'motors' which prove particular¬ 
ly adept at certain courses within the game. Take for instance, 
the luwerley stock car Now, this has only had one little ol' lady 
owner who used to use it for scaring bikers at weekends, and 
as such <s still a good all-rounder, or, alternatively, there's the 
larger, but equally special 4x4 which is a little slow of the mark, 
but is better for tight corners and stashing hooky gear in da 
back Finally, flash sods exploring the Aussie Outback might 
prefer a beach buggy, although they tend to be a little skiddy 
and easy to write-off Still, we know a mate what does insur¬ 
ance 'oo may be able to help 




mm 


& 


The first third- 
party to use 
the FX chip, 
and the result 
is a plodding 
racer which 


POINT BRAKE 

How big a divvy are you? No honestly, if you 
were to take your driving test and were so busy 
tinkering with that stick next to the seat and 
playing dodgems with the three pedals, would 
it help to have a rather conspicuous arrow 
floating ahead of your car to ensure you went 
in the right direction? Thought so. And so did 
Elite. Because of the wide expanses of some of 
the stages it's easy to get a little lost (well it is 
if you're stupid), so a small directional icon 
appears prompting you to turn and warning of 
sharp bends and if a U-turn is needed. Sadly, 
Elite haven't included a bladder icon to inform 
the dimmer players that a visit to la toilette 
may be in order, or a burger icon to indicate it 
is time to eat. 


slowly I 

' thought I had 
the vehicle in 
reverse at 
first. Having 
wM mm seen what 
Argonaut's 

wonderchip could do in Starwing 
and Vortex, I had high hopes for 
Dirt Racer How disappointed I was 
then to see a game which used a 
greatly reduced play window, 
offered stuff-all in the way of back¬ 
drops and which played at a rate 
which would make most mollusks 
take the mick as they sailed by. 
Perhaps I'm being harsh, but we all 
know that the FX chip can handle 
bucketloads of polygons, yet Elite's 
game has very little in the way of 
scenery, and the only place I could 
see the polygons used extensively 
was on the ground to indicate 
bumps. Either way, this is a very 
slow racer which shows great 
promise in the use of stunt tracks, 
vehicles and intelligent computer- 
controlled opponents, but ultimately 
doesn't get out of first gear 


REVIEW 















































STRATEGY 


REVIEW 


REVIEW 


BREAKDOWN 


ACTION 1 i I 1 I I 1 I 

CHALLENGE H~1 ! '"H i~j H ~1 

REFLEXES f~H I j I I I 

ORIGINALITY i | I 1 [ 1 I \ 1 I | I 


LONG-TERM INTEREST 

hour f " H H~H I 

DAY 

WEEK PP'P'P 

MONTH □ □□□ 

year cm □ cm cm 

iow} [Sir] good} [hich] 


—- If you thought 

Stunt Race FX 

_ _ was tricky to 

——— master, Dirt 

Racer takes 
• the concept of 
® ahS3o • dodgy controls 

to new limits. 
Uncontrollable 
limits, unfortu¬ 
nately. Given 
MU UkU Ml# that none of 
MR MW MM W the vehicles 

on offer move 
about at anything resembling a pace, 
you'd have thought the cars would 
be a cinch to manoeuvre. But no. Try 
taking a corner and watch in dismay 
as your motor careers out of control, 
normally straight into some sort of 
obstacle that you had no idea was 
there because - and this is another 
annoying feature of the game - you 
can't see what's coming until it's 
arrived. Bah! Nor is it very clear 
where to go, which also results in 
many a premature death. I suspect 
that a little perseverance might reap 
a few rewards, but I doubt there'll be 
many who'll bother, it's just too frus¬ 
trating. I'd really love to have recom¬ 
mended this game, especially as it 
could have been so much fun racing 
the polygonal landscapes. Sadly, as it 
stands, Dirt Racer is a big disappoint¬ 
ment. Let's hope Powerslide is worth 
the two year wait. 


GRAPHICS 

A Big sprites, nice 
checkerboard-effect 
ground. 

▼ Spartan backdrops, and 
very, very (very) slow-moving. 


SOUND 

T Dreary sound — but, 
then again, race games 
always do... 


PLAYABILITY 

A The stunt track and the 
later levels hold great 
promise. 

▼ ...But you'll have to 
struggle with the sluggish gameplay to 
get to them. 


INSTABILITY 

A There's plenty in it. 

T But the essential playa¬ 
bility is sorely missing. 


OVERALL 

This could have 
been a worthy 
addition to the FX 
league, but Dirt 
Racer is too slow 
and dull to make it a worthy buy. 
Roll on Power Slide... 


RUCKING STUNT 

How many times as a kid did you sit in the car with a packet of 
crisps and a bottle of Pepsi as you waited for your Dad to come 
out of the pub? If so, bet you waited ten minutes (normally after 
you'd eaten your crisps and filled the bottle with gob), clam¬ 
bered into your Dad's seat and pretended to drive. But instead 
of a sedate drive where you mastered the basics of clutch con¬ 
trol and steady braking, I bet you made screeching noises and 
jumped buses in your Dad's Capri or Volvo. Well, Elite have 
realised many of you may indeed fancy pulling the odd skid or 
risking life and limb over a jump or two, and have incorporated 
some rather smart stunt courses to liven things up. Real mastery 
of the controls is needed if you are to make it in one piece 
through the courses riddled with jumps, dips, and sharp turns, . 
But if you're too much of a chicken, you can always tackle a 
'Puzzle' course, although the puzzles are limited to finding 
check-points. Hardly Mastermind. 
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Interactive 


© Disney. © 1994 Virgin interactive Entertainment (Europe) Ltd. All rights reserved. 
Virgin Interactive Entertainment (Europe) Ltd. 

338A Ladbroke Grove London W10 5 AH. 


entertainment 


isney’s The Lion King brings to life the majesty anti mystery of Africa through the 


tale of Simba, a lion cub faced with the challenging transition to maturity. Now in 


this video game you can be part of the adventure. Driven into the wilderness by his evil 


uncle Scar, Simba finds salvation with Pumbaa the warthog 


and Timon the meerkat, and his education 


begins.Tackle heinous hyenas in the elephant 


graveyard, avoid the trampling hooves of 


stampeding wildebeest as you battle through 


10 levels to ensure Simba 


claims his rightful 


place as The Lion King, 


s o 


sum mi m 


FTrif^f^Fr 


Master System GAME BOY 






















With the recent surge of quality Super NES and Game Boy software, plus the 
imminent release of two great pieces of hardware, there has never been a better 
time for Nintendo players to hone their skills! 

It's not just NMS catching the buzz either, as the Small Tips bag is consistently full 
to overflowing of late with letters keen to immortalise their authors - or some¬ 
thing. We know it takes a lot of time and skill to become great, and the NHS is 
your best opportunity to prove your worth. PLUS there are two amazing Konami 
games up for grabs, reserved for the sender for the best tip or cheat every month. 
Think you're smart enough? Submit the remnants of your tortured soul to: PRINT 
THIS OR I'LL HEAVE DOWN THE BACK OF YOUR SHIRT!, NHS, NMS, PRIORY COURT, 
30-32 FARRINGDON LANE, LONDON. EC1R 3AU. 


PLAY AS CHELNOV! 

FIGHTERS HISTORY DYNAMITE 


Years ago Data East did pretty well out of a 
coin-op called Chelnov, aka the Atomic 
Runner. Well, believe it or not, this man 
who cannot stop running is available as 
one of the competitors in Fighters History 
Dynamite. After powering up the Super 
NES, leave the game to run its attract 
sequence after which it displays the title 
screen - minus the game options. On this 
screen press Down, Down, Up, Up, Right, 
Left, L, R. Chelnov has now entered the 
competition and is available for selection. 


LEVEL SKIP 

CRAZY CHASE 


For his cleverness and incredible speed in 
getting this information to us, Kok Wei 
Cheung deserves THIS MUCH recognition. 
With his tip players may access any level in 
Crazy Chase: On controller two, at the title 
screen, press and hold the L and R buttons 
Now take controller one and do the same 
With all four buttons pressed press the fol¬ 
lowing buttons on both controllers: 

A; Takes Kid Klown to stage two 
B Takes Kid Klown to stage three 
X: Takes Kid Klown to stage four 
Y: Takes Kid Klown to stage five 


LEVEL SELECT 

LEMMINGS 2 


Thank goodness Tze Vai Chong thought bet¬ 
ter to give us this level select cheat, instead 
of a boring list of codes! To access whichever 
stage you wish, press and hold L, R, START 
and SELECT at the title screen. Clicking on 
each door and window of the village on the 
title screen opens every level too 


SUPER NES 
































BITS <S THINGS 

LEMMINGS 2 


SUPER NES 


★ ★ 


Buy this game; it's smart! So are Patrick 
Salt's cheats. 

Talking Lemmings: Click on the dot above 
the I of the word Lemmings on the title 
screen, and the critters say 'Oof' when 
they fall. 

Music Test: Move the cursor over the hole 
in the tree in the bottom-left of the title 
screen and press B. 


I SECRET ROOMS 

MAXIMUM CARNAGE 


SUPER RES 


★ ★ ★ 


Thanks to Christopher Mead in Surrey we 
now know of every secret area hidden in 
Acclaim's Maximum Carnage: 

Climb Stage 

Position Spidey above the window in the 
bottom right-hand corner of the area and 
press Jump. 

San Francisco 

Stand Venom in front of the cash machine 
then press Y and B. 

Police HQ 

Fall or swing Spidey into the area of the cell 
marked 'Solitary Confinement' to enter the 
room. 

Rooftop Level No 3 

Spidey back-flips onto the skylight to access 
the secret room. Make sure he's standing in 
the same line of perspective first, or it does¬ 
n't work. 

Ruined Boys' Home 

Entice Carnage to hit Spider man through 
the door of the orphanage by taunting him 
with a special attack. 



i 


SECRET ROOM 


LET' S <30 




We found this game relatively simple to 
get through, however the boss characters 
are infuriating! For those alone, this infi¬ 
nite continue lark form Thomas Tuza and 
David Kavanagh should come in very use¬ 
ful. As soon as the continue screen 
appears tap the START button repeatedly. 
If you're lucky the number of continues 
should become nine every time. 


Perhaps these cheats are the last we'll here 
of Jim - until the sequel of course. 
They're form Lee Turley in Ward End, 
wherever that is. In each case pause 
the game first. 

PLASMA Bullets: A, A, B plus L, A, 
X, B plus L, X 

Life: B, B, A, X, Y, A, A, A, A 


INFINITE CONTINUES 

PITFALL 


SUPER NES 


★ ★ 


EXTRA STUFF 


EARTHWORM JIM 


★ 


★ 


SUPER NES 


THE DARKROOM 




i 


■ 


EARTHWORM JIM 


Don't know what all the fuss is about with 
this one, but Jamie Cartwright from 
Portsmouth seems pretty excited. After 
shooting Professor Monkey-For-A-Brain in 
the head three times a platform appears 
with an H formation of lights upon it. Swing 
Jim into the red light in the centre of the 
formation using the hooks on the ceiling. 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222 
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LEVEL SKIP 

PAC ATTACK 


SUPER NES 


Our man at Konami provided this cheat, so 
we gave him the stars because it Ic 
in front of his boss. He doesn't win 
from us though! For an extra hard dif¬ 
ficulty setting on Sparkster go to Set 
Up then level and press L, L, R, R, 

Down, Up, Down, Up, A, X. 


THE WINNER of the Konami games 
this month is surely Sean McGuiness 
from Ardnaglue, Kilbeggan, Ireland. 
His strange-but-true cheat for Link's 
Awakening is easily the most exciting 
article in the section this month. When bat¬ 
tling Moldorm - the end-of-level guardian - 
in the first dungeon have Link fall from the 
top left-hand corner of the platform, all the 
while pushing diagonally left and up on the 
D-pad plus a button equipped with the 
Roc's Feather. Hopefully Link should land 
on a path of locked doors. Guide Link 
along the far left route, heading upwards 
until he arrives in an alternate Level 4. 

Open any of the two chests found here and 
Link is rewarded with two Power Bracelets!!! 
Lead the fortuitous hero down any of the 
stairwells to arrive back at the real Level 4. 
With these bracelets Link has the power to 
pass through walls, walk on water and dis¬ 
cover secret levels 2 and 3 though it's only 
possible to find them after visiting every 
area of Level 4. Whatever happens, don't 
steer Link away from ladders because they 
take him right back down to Level 1. 


Craig Campbell from East Lothian in 
Scotland has kept his ear to the ground 
long enough to hear of this cheat for Wild 
Guns. For a Stage Select option press A, A, 
A, A, B, B, B, B, A, B, A, B, A, B, A. Yee hah, 
and all that. 


David Henson reveres the mighty Pac Man 
with this cheat, allowing players to skip lev¬ 
els. Odd really since the game looks pretty 
much the same throughout? Anyway... 
press L on the Retry/ End Game screen and 
away you go. 


PASSCODES 

X-MEN MUTANT APOCALYPSE 


Whether by luck or judgment Mark 
Chadwick from Merseyside has uncovered a 
secret Brawl option for his WWF Raw cart, 
though it only works in Tournament Mode. 
Simply knock out the ref four times in a 
row, capitalising on the fact the poor guy is 
completely dazed after the first wallop. 
Having had completely enough, the ref 
leaves the ring; initiating an all out brawl! 


One star goes to Thomas Tuza and his mate 
David Kavanagh for these codes, 'cause 
they're sort of useful. 

Level Two: GXWWWBCB 
Level Three: BPPCMGMG 
Level Four: XMGGMMM 
Level Five: GXWWWBCB 
Level Six: GXGWWMXA 
Level Seven: BPCCMCPW 


BRAWL! 

WWF RAW 


SUPER NES 


SUPER HARD DIFFICULTY 

SPARKSTER 


SUPER NES 


STAGE SELECT 

WILD GUNS 


SUPER NES 


★ ★ ★ 


CED 4 6 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222 
































































SECRET SPECIAL MOVES 

RAGING FIGHTER 


GAME BOY 


Stupidly the excellent Raging Fighter 
for the Game Boy - arguably more 
involved than both Mortal Kombat 
games in fact - has been overlooked 
by many UK players. Not 'Mystery 
Kirby Fan' from Warwickshire 
though, who has compiled this list of 
secret special moves for Konami's game: 


(g>1994 HUDSON SOFT 
<&1W4 M1HTENDO _ 


Shades moves work the same for Ruoh and 
both characters summon a faster fireball by 
using Kick instead of Punch. 


SPECIAL TECHNIQUES 

WARIO LAND 


Our very own Gary Harrod discovered this 
trick to make life for the Chi Bi World 
Heroes on Game Boy more interesting. To 
play as the boss, input this code when the 
TAKARA logo is on screen: Right, Left, A, B, 
Down, A, B then Up. Here are his moves: 

Moves 

Down, Down-away, Away, Down-toward, 

Toward with B 

Away then Toward with B 

Down, Down-toward, Toward with B 

Down, Down-away, Away, Down-away then 

Toward with B 

Super Special 

Down, Away, Down-away, Down, Down- 
toward, Toward, Away, Toward with A plus B 


The second 'Mystery Kirby Fan' contribution 
this month amounts to a couple of hat tricks 
for use in Warioland. 

Firstly, when using the Jet- 
Pack hat keep cutting the 
engine to maintain 
propulsion beyond its 
usual capacity. Cough. 

Secondly, with the 
Horned Hat, use the 
dash to run Wile E 
Coyote style from 
ledges and press jump 
while in mid-air. It's a 
similar trick to that 
used by Donkey and 
Diddy Kong in 
Donkey Kong Country. 


TAO: Down, Away, Toward, Punch - combo 
punch similar to his kick technique 
VANDAL: Toward, Down, Toward, Punch - 
somersault punch 

ASKA: Toward, Down, Toward, Punch - 
dash/ punch attack 

BULK: Down, Away, Toward, Punch - 'Bull 
Charge' 

BULK: Toward with punch when up close - 
throw 

BULK: Down, Up, Kick when up close - a 
more powerful throw 

MIYABI: Down plus Kick when in mid-air - 
foot stomp 

MIYABI: Toward with rapid punch - hun¬ 
dred-fist punch 

MIYABI: Toward plus punch when up close 

- throw 

MIYABI: Toward plus punch when up close 
on mid-air - mid-air throw 
SHADES: Down plus punch when in mid¬ 
air - elbow drop 

SHADES: Toward, Down, Toward, Kick - fly¬ 
ing knee 

SHADES: Toward, Toward, Toward, Kick - 
shoulder barge 

SHADES: Toward plus Punch when up close 

- throw 

SHADES: Down, Up, Kick when up close - 
more powerful throw 


Hudson Soft's 5656 cheat code for their 
Bomberman games usually comes up 
trumps, so full marks go to Raymond Wilson 
for this discovery. The code accesses a 
Battle Game in which Bomberman finds 
himself fighting simply to survive, taking as 
many enemies down with him. 


SECRET BATTLE GAME 

WARIO BLAST 


GAME BOY 


PLAY AS THE BOSS! 

WORLD HEROES JET 


GAME BOY 
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PROFESSIONAL PLAYER’S GUIDE 


Konami's International Superstar Soccer came like a bolt 
from the blue onto the Super NES. Like Andrei Kanchelskis 
belting down the right wing. Like Ryan Giggs jinking his way 
past the defence. Like Eric Cantona kicking the living sh... 
Erm, like a game that was a load better than any previous 
Super NES Soccer game. A few months ago we provided a 
few basic playing tips for the game, and this month we 
return, refreshed after the half-time oranges, with the defin¬ 
itive guide straight from the Konami manager's bench - for 
ISS Pros only! 

A HEALTHY TEAM IS A HAPPY TEAM 

The first thing any player of ISS should do before starting a match 
is check on the general health and fitness of their chosen team. Too 
many unhappy faces does not bode well for your team's perfor¬ 
mance. With this cheat, though, it is possible to banish all pre¬ 
match nerves and produce a totally healthy team just a-brimmin' 
with vitality. At the Title screen press the following combination on 
pad two. The cheat only works in the Open Game mode. 



1 P I 


K-3 

O w } 


RESERVE 

O M a n c i ni 
«?Bucar i □ 

F a b ri z i o 


TA.I U 


MEMBER 


TEEHMIQUE < 

II11(11 till 

SHOOT 

iminumt 

SPEED 

minium 

STOMlWn 

in III I HUM 


P a 9 a n i 
► <1* P r e m o l i 
4®Pabi 
^Antoni n i 
<5 G r a z i a n o 
«»Zappa 
<*Desi raone 
«*Passaro 
<^Gal f ano 
® C a r b o n i 
<^Co l i uto 


Healthy Team 


M K a a _ 


SUPERSTARS IN YOUR EYES 

Using a very similar method it is also possible to create the team to 
beat 'em all in the Open game. A team consisting of all the best 
players the game has to offer. The International Superstar team! 
Simply press the following buttons on pad two and laugh with 
much merriment as your opponent crumbles pathetically beneath 
your boots. If performed correctly this cheat will bring up the fol¬ 
lowing players: 


1 P 


bgk 

pr 


A, 


hP Jh 


O 


O 


j 


r*£'Jj SiPKWPI — 1 

□ ■f + ensive 4. — 2 — 



The most 

s k i 1 f u 1 P layer- 
chosen f- r- © rr« 

| tea rn s all o v e r- 
the worn 


III an R i e t 
j P r e m o l i 
jpabi 
Sege l 
C i c e r o 
Redonda 
Costan 
|M i l akoy 
Gomez 
Galf a n o 


BRAZIL 


Superstar Team 

B, B, X, X, A, Y ; A, Y, 
RIGHT, LEFT, X 


1 0 tiuto 


9 t 




t % 




/ * 




w A l I. e J o 




f 

_ f Gunthei 

_i- 


A team of such quality and distinction should, by rights, be unbeat¬ 
able - even if there are no England players on the squad. There is 
one problem, though. Big egos mean that each member plays as 
an individual rather than part of a team, so it is quite possible to 
find players well out of position, on the glory run so to speak. Try 
catching them out with a counter attack. 
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THOSE CRAP TEAMS IN FULL ... 

The thing aboul any footie game is that, no matter how many 
great teams or players there are to pick, you always seem to end 
up playing as Brazil, Italy, West Germany or Holland. How sad 
Especially as there are so many other top squads available. 

Here's a brief look at those you might otherwise overlook. 

MEXICO; A very reasonable team in all departments. The trio of 
strikers are particularly strong. Well, they are sort of South 
American so you'd expect them to be a bit good. 

CAMEROON; They're nothing if not enthusiastic Great speed 
and they don't knacker easily either. Alas they're rather short in 
the skill department. 

SOUTH KOREA: Again, good speed and stamina are the hall¬ 
mark of this team They're tenacious too and don't give up pos¬ 
session if they can help it Good for a passing game. 

SPAIN: Those hot latin temperaments mean that the strikers are 
occasionally inaccurate. Aside from that a good, solid squad. 

Give 'em a go Aw, please... 

ENGLAND: We all pick good old Blighty once, just for a laugh 
more than anything Don't take the mick too much, though. 
They're a good team up front, but scrappy in defence... 

WALES . Oh dear. They really aren't much cop I'm afraid. Strikers 
are pretty good but the whole team plays with the enthusiasm 
and speed of a very tired sloth Who's just had a late night. And 
isn't feeling too well 

FRANCE : A powerful team full of big blokes with big attitudes. 
Not the sort of team to meet in a dark alley, unless you like that 
sort of thing. France also has a world-class striker - use him. 
DENMARK: Unsurprisingly there s nothing much to jump up and 
down about with this team. Good overall Good but bland. 
SWEDEN A bit more exciting than your average Nordic team. 
Their odd formation is particularly good at piercing another 
team s defence especially if they only have two men at the 
back. 

NORWAY: The team with stamina like it was going out of fash¬ 
ion great for those longer games. Wingers are particularly use¬ 
ful 

ROMANIA: Those punishing training schedules in the Soccer 
Gulags have paid off and produced a team of great stamina and 
with top class strikers 

BULGARIA: The Bulgarians have the best stamina in the whole 
game Try like you ve never tried before to prevent the opposi¬ 
tion from scoring in the first half and then run rings around them 
in the second when they're all tuckered out. What larks! 

RUSSIA: Another good quality, strong all round kinda team. No 
real outstanding features to speak of otherwise. Except that they 
ail look like your Mai 

UNSUNG HEROES 

Some of the teams possess players that have no business whatso¬ 
ever sitting on the bench. These players are best subbed before 
play begins Calls for the manager's resignation and such aside 
these hitherto hidden helpers are 


KILL THE DEFENCE! 

YOU MUST WIN AT ALL COSTS! 

TACTIC ONE: FOUL, REF! SURELY! 

Beating the defence is a vital skill in ISS, yet it is one where many 
players come undone. Our best policy is if you can't beat 'em take 
their legs out! Follow these four easy steps and you should pass 
those pesky defenders with ease seven times out of ten. 

1. Run straight at the defender in question. 

2. When you are between about five and ten yards away press the 
pass (B) button, making sure you are aiming straight at the defend¬ 
er. Trust us. 

3. As soon as.this is done press the sliding tackle button (A). 

4. Providing he wasn't facing the other way and the Ref hasn't 
called a foul, it should just be you and the goalie. Stand still for an 
instant, if possible, to draw him off his line. Watch him eat a big 



KILL THE DEFENCE! 

YOU MUST WIN AT ALL COSTS! 

TACTIC TWO: HEADS UP! 

This is slightly more tricky than the previous method but is very 
effective providing you can perform the button gymnastics in time. 

1. Run straight at the defender - again. 

2. Stop when about five to ten yards away. 

3. At a complete standstill press the A button and the player lifts 
the ball to head height Timing is very important here - try to do 
this just as the defender approaches your player 

4. Quickly press the A or B buttons to perform a short header in the 
defender's direction. The ball should land behind him. 

5. Get on that Y button pronto to sprint past the befuddled defend¬ 
er. Cackle slyly as the goalie soils his pants 


BRAZIL 

CAMEROON 

GERMANY 

HOLLAND 

SCOTLAND 

SWEDEN 

ROMANIA 


Sousa 

Tchuli 

Schildle 

Jergen, De veer (Jergen can score from miles out) 
P Boyd 
Jansson 
Balescu, Dracul 



(ABOVE) The Dutch guy on the left is the amazing Jeigen Put him down the 
right wing jnd he works wonders. Or* the right is Romania's Dracul , he's a 
strong striker and generally bit scary really. 
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KILL THE DEFENCE! 

YOU MUST WIN AT ALL COSTS! 


TACTIC THREE: GOALS TO DIE FOR! 

This little trick works just splendidly against teams employing the 
notorious Sweeper system (Germany and Romania for instance) 
where a clean shot on goal is a very rate occurrence. 

1. Run straight at the Sweeper. Try and get it so he's somewhere 
near his goal line, preferably central. 

2. Press B to pass the ball to him. Sounds daft, I know. 

3. Immediately press and hold the A button for a sliding tackle that 
should sweep the ball from under his feet and stick it in the back of 
the net, all in one glorious move. 

4. Have a cup of tea. Some biscuits, perhaps. You've deserved it. 
You should be made Prime Minister after a move like that! 


(ABOVE) And the goalie doesn't know which way to dive! They thinks it's all 
over! I'm Alan Partridge , join me. Etc... 


KILL THE DEFENCE! 

YOU MUST WIN AT ALL COSTS! 

TACTIC FOUR: DID YOU SEE THAT?! 

Warning. Only truly skill players should attempt this tricky manoeu¬ 
vre. For that Pele-esque miracle move - the Heel Lift - try the fol¬ 
lowing: 

1. While running at full pelt release the D-pad and press the A or B 
button immediately. This should result in the much heralded Heel 
Lift and the ball should be five yards or so in front of your player. 

2. As part of a dribble manoeuvre it's pretty spectacular. Confuses 
opponents every time. 

3. But when used as part of a goal attempt it deserves the highest 
praise. Sunday evening television programmes will be made in your 
honour. Timing is vital, so try the move just as the goalie is about 
to drop on the ball. 




KILL THE DEFENCE! 

YOU MUST WIN AT ALL COSTS! 

TACTIC FIVE: GRRRRR! 

You'll probably have sussed out the sure-fire scoring method by 
now. The one where you draw the goalie off his line and tonk it in 
at a shallow angle. Works practically every time unless you take the 
following preventative steps: 

1. Learn to use the manual goalie. You'll lose heavily at first, but 
the end results speak for themselves. 

2. Try a sliding tackle in the box. Bit of a last ditch attempt as care¬ 
less use - like when tackling from behind - always ends up in a 
penalty. 

3. Okay, so try a barging tackle instead - it might work. Just possi¬ 
bly. Perhaps. 

4. Stick like glue to the attacking player, trying to position yourself 
between him and the goal. Resist the urge to tackle if at all possi¬ 
ble. If he does manage to fire off a shot and it doesn't rebound off 
your player press the A button as quickly as possible and the 
defender should execute a slide or a header, depending on the ball 
height. The best outcome will be a corner. The worse that happens 
is an own goal. So try and keep these shenanigans to the corners 
of the goal area. 



(ABOVE) Now that's what I call close marking. A bit too close in the picture 
on the right - penalty time , methinks. 
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OTHER STUFF YOU SHOULD KNOW 

So, think you know it all now, eh boy? Let me tell you, you know 
squat! Not unless you are familiar with the following general hinty 
tippy-type bits of general advice. 


you press the L button to bring up the All Out Attack strategy as 
you take a goal kick there's a good chance that the opposing strik¬ 
er who picks it up will be yards offside, giving you a luwerly Free 
Kick. Topper if it works. Bummer if it doesn't 'cos you'll have no 
defenders left! 


GET THEM ORFF! 

Press the SELECT button at any time during play and you may 
notice a funny arrowed symbol appear beneath your team's name. 
This indicates that the next time the ball is out of play you will be 
able to re-access the player options and have the chance to substi¬ 
tute, change formation etc. Very useful, especially when you're on 
the wrong end of a trouncing. 




PUSH ‘EM UP! 

Learn to make good use of the Strategy option - the L button by 
default. The most useful one is definitely the Counter Attack. This 
pushes your midfield and attackers forward for about five seconds, 
a good strategy is to try and get a strong kicker in the midfield, get 
past the halfway line and press L to bring the strategy in to play. 
Wait a mo' then hammer the ball for all you're worth, remember¬ 
ing to hold RIGHT (when playing Right to Left) for a second and 
waggling the D-Pad before the ball lands. You'll look stoopid but 
this creates spin and drops the ball. If you're any good the ball will 
go in. What's more likely, though is that the ball spins out of the 
Keeper's hands allowing your Strikers to clean up. A truly religious 
moment! 


PULL ‘EM BACK! 

Generally speaking you should use the All Out Attack with caution, 
as it leaves the team a bit shorthanded down the back end, so to 
speak. Feel free to embarrass the opposition and use it if you're 
winning by a wide margin, though. Here's one great use for it. You 
must have noticed that when a goal kick is taken the opposing 
team always seems to get to it first, heading it back to your goal. If 





DROP YOUR BALL! 

Most people when taking a shot with the magic X button keep the 
button held down and try to aim for a particular corner of the net. 
All this actually does is produce a more powerful shot that heads 
for the top of the net - or over. If you're inside the penalty box the 
best tactic is to press the X button very quickly. The resultant shot is 
low and heads in whatever direction chosen. It's a doddle to thread 
shots like these under the keeper. 


AND FINALLY - THE OLD ONE-TWO 

A passing game isn't just the most fun to play, it's the most interest¬ 
ing to watch and requires the most skill to use effectively. Try this 
strategy for size with two or three strikers: Choose Counter Attack 
and sprint one of your strikers up-field with the ball. As a defender 
approaches press and hold the B button to pass to a fellow striker, 
then press the L button to bring in the counter attack and push the 
previous striker forward (keeping the Y and B buttons held down). 
Simultaneously aim where you want the ball to travel. With skill 
and luck the ball should pass through any defenders and land at 
the feet of the striker you sent forward. Takes a lot of practise, this, 
but the end result justifies the means. 
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NINTENDO HELP SYSTEM 


A quick revision of our review 
printed a couple of months 
ago makes it obvious that we 
think Uni Rally is something 
pretty fab indeed So this month we've gone 
direct to the game's creators, DMA, to have 
them pen a few cheats and hints for their 
cool racing game Here is the very guide 
written by the guy who wrote the manual in 
the first place, with information from the guys 
who wrote the game in the first place! 
Therefore: This is the none-other-before- 
them, cast-in-stone, signed-sealed-and- 
delivered,official guide to messing about with 
Uni Rally from DMA Design. 


THE HINTS 


MAXIMISING STUNT SCORES 

When doing stunts, the scoring works like this: 
Each stunt you do gives you points, right? Easy. 
But if you repeat the same stunt you only get 
half of the '/alue Repeal il agum, half the points 
again. See where this is heading? So the turbo- 
powered hint is: do different stunts! Try out each 
type of stunt in turn then go for doubles, then 
triples Shove those scores into the ionosphere! 

FAST START 

Scream away from the starting blocks! Leave a 
trail of pixels flying in your wake! As the race is 
about to begin hold down the brake Now at the 
same time ho'd down both the direction button & 
the flipper in the direction that you're about to 
be zooming in When the countdown is between 
0 and 1 let go!!! 

THE ‘ROBBIE* METHOD 

Because we have lived & breathed Unicycles for 
what seems like a million years, we know every¬ 
thing there is to know about Uni Rally We have 
the cheats that would take mortals foievei to 
find. Thus, we present the Robbie Method of 
cheating like blazes. 

On a Circuit Track, simply hang around and let 
the other guy win OK so it doesn't sound too 
hoi so far. Bui rhe ^>neoi<y thing is, theie s a phe 
nomenon called "Catch Up built into the game 
which attempts to smooth out the differences 
between the greatest UniPlayers on the planet 
and the complete woist ones (So that they don't 
feel too bad when they gel pounded into the 
dirt.) When the other guy has passed the finish¬ 
ing line for the final time, the "Catch Up" will be 
at maximum so you can blaze around the Track 
as if speed limits didn't exist. You won t win of 
course, but your lap times will be the very living 
superbness you've always dreamed of and all 
those little stars will be your colour! 


mm DAILY NEWS 


AMAZING 

New Uni wins despile dirty tactics. 


rrii-Urii in cM5k>dy 


HH 
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NATIONAL . IOc 

gossip 


bin(jo 


SPEEDKING 

Fastest unicycle steals victory in style 

film d«al danad Cx<k«ctv4 irrtarviaw THta dorfanca so©n 
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NINTENDO HELP 


SUPER SPECIAL THANKS 
TO ALL THE TEAM AT 
DMA FOR WRITING THIS 
GREAT PLAYER'S GUIDE 


WIPING OUT 

It's a good thing to get a speed increase by doing 
stunts. However, if you wipe out then all that 
speed increase will vanish leaving you as slow and 
cumbersome as the time you started! Extra speed 
is an obvious advantage in a race, but it also 
allows you to jump higher in the stunt tracks and 
thus gain more points. Don't wipe out. But then 
you knew that already. 

CREDIT SCREEN 

You've seen the strange mutant Unicycles with human 
heads haven't you? (Well you have if you're any 
good.) But of course you won't have, because you're 
currently reading the "how to cheat like crazy" sec¬ 
tion. On the main screen which has such diverse 
items as "1 P", "2P" and a bunch of other stuff, hold 
down both paddles and - keeping them pressed - 
also press the down button and button B. A newspa¬ 
per will roll into view. Tap any key to get another. Tap 
the key again to get the credits! These mutants are: 
(going across the way) 

Robbie Graham (Hand drawn graphics) 

Malcolm Maxwell (Main Programming) 

Dave Jones (Wonderful Boss Man) 

Andrew Innes (Front End Programming) 

Martin Good (Rendered Graphics) 

Steve Hammond (Instruction Booklet & This Text!) 

Mike Dailly (Support Programming) 

Colin Anderson (Music & SFX) 

Craig Arbuthnot, Alan Findlay, Keith Whelan 
(Playtesting & Level Design) 


THE ‘COLIN’ TECHNIQUE 

When coming up to a loop the loop, what's sup¬ 
posed to happen is that a linear accelerator whisks 
you right the way around. Instead of letting this 
beast of a track dictate what happens to your 
Unicycle, simply brake hard immediately 
after the accelerator and turn round to 
go back. Now you can drop down the 
gap and continue as normal! Beware of 
messing up though, that could actually 
cost you more time. 




ULTRA CHEAT 

< 3 ^ MIJCF 

AH1>RE\4 

o 

Entering "FAE DINE" (Don't worry what it 

rL MICtfFLLF 

h. 

PMLISSA 

MAJLC0L* 

COLIN 

5 > 

-JO 

t 

means, it's a Scottish thing) as a Player name 
will allow you to use all the Anti-Uni's special 
effects such as Hedgehog Mode and Barf 

Mode and so one. It's activated whenever you 
overtake the other Unicycle. The actual effect 

CRAIG 

-JO 

will be selected at random, so as you can see 


ROBBIE 

STEVE 

Jo 

it isn't really a cheat to help you win, just one 

o 

Q 

to help you make a nuisance of yourself. 
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TRACK OVERVIEWS 

Well you've got your grubby paws on the cheats, so 
now it's time to to put them to good use on the 
tracks. And here is the essential guide to all that is 
good and great on the circuits. 


CRAWLER 


DRAGSTER - 

LEFT TO RIGHT RACE 

Oh come on! Do you really need 
help to figure this one out? Very 
well, this is all about optimising 
time and scores after all. Begin 
with a Fast Start (described earli¬ 
er) and keep on doing combined 
Twists & Rolls for all you are 
worth. 


MONSTER - LEFT TO RIGHT 
CIRCUIT 3 LAPS 

Get in a couple of rolls right off the bat, 
before the network of Turn 'n' Burns looms 
large in your vision. Trying to jump in this part 
is a monstrously bad idea unless you have 
superhuman timing. 


INFINITY - LEFT TO RIGHT 
CIRCUIT 7 LAPS 

When seen in it's entirety, Infinity looks vague¬ 
ly like a big infinity symbol. There isn't much 
scope to be clever, although the less rubbish 
amongst you may manage at least 4 Rolls 
each time around! 


ZOOM ZOO - RIGHT 


TO LEFT CIRCUIT 


3 LAPS 

After a small jump to start with, go down the 
red and blue track and slow down before you 
get to the bottom. Do another small jump and 
turn in mid-air. Because you won't be going 
very fast at this point, you'll save time when 
the linear accelerator shoves you across to the 
right. (This is a general purpose technique 
called "Knowing Where Everything Is.") 

Coming up shortly after that is the largest 
jump in this track. When you leap off of the 
end, it's the best opportunity for mid-air stunts 
that you will ever have. Make the most of it! 


BOWL - STUNT 

Find out what Megas are and do them! 
Don't wipeout, because it's uncool, makes 
you look silly and costs you all the speed 
advantage that you've gained up to that 
point! Bad News City! 

SWITCHER - 

LEFT TO RIGHT RACE 

There are two levels to this track; top and bot 
tom. The top level is the one to go for, being 
shorter and less covered in paint. Try to time 
the jumps between levels. 


SHUFFLER 

LOOPER - 

LEFT TO RIGHT RACE 

This is a big chance to put the "Colin 
Technique" described earlier, to use. There are 
a lot of loop the loops, hence the name, which 
can save you a lot of time if you can success¬ 
fully do a "Colin" when you go through. 

MEGA JUMP - LEFT TO 
RIGHT CIRCUIT 3 LAPS 

Four rolls before loopround, climb to jump, 
in the air do as much as possible, land, 
round turn 'n' burn, down and up hill, then 
roll, roll, roll!!! 

FLAT RUN - 

LEFT TO RIGHT RACE 

For something that claims to be flat, this is 
one of the wigglier tracks! There is nothing 
really seriously bad that can happen to you 
here, so it's more than OK to Twist, Flip and 
Spin without fear of flying off into infinity! 
Watch out for the direction of track reversing 
about halfway so that you won't lose a single 
second. Not one. 
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WALKER 
DRAG RACE - 
LEFT TO RIGHT RACE 

You should be able to get three rolls in 
immediately. After the big-ish bump in 
the track there is the largest slope you're 
going to encounter this track. Make sure 
that you take full advantage of it by getting all 
those Twist Citys that you just know are possi¬ 
ble. Aside from a patch of paint towards the 
end, the rest of the track should present you 
with no problems whatsoever. Not even a bit. 


PING PING - CIRCUIT 3 LAPS 

There are more loop the loops here where you 
can drop down instead of going all the way 
round, thus saving time. Plenty of flats too, so 
make sure that you do a lot of Rolling to 
ensure that decisive victories are yours! 


HYBRID- 

LEFT TO RIGHT RACE 

With each successive burst of speed you gain 
from a lot of stunts, you can make the next big 
jump even bigger. 


SHORT CUT - LEFT TO RIGHT 
CIRCUIT 3 LAPS 

A quick tip is not to be tempted into doing a 
big jump at the hill. Instead, use the down¬ 
ward path to find the short cut, that the name 
suggests, is lurking here somewhere! 


RIGHT 


RACE 


Simple 


There is a lot of scope for rolling here 
as that. Or is it? — actually, yes it is. 


CROCK - LEFT TO RIGHT 
CIRCUIT 3 LAPS 

Having played this for a while, you'll probably 
have noticed the rather large vertical track that 
you smash into whilst going too fast. Remember, 
the maximum speed isn't always the best speed. 
Be ready for this and land properly. There are 
some vertical accelerators which shoot you 
above the track onto a horizontal accelerator. 
This is an opportunity for a quick bout of serious 
stunting. Make sure you memorise which way 
the accelerator shoots you on landing. 


EAST - LEFT TO RIGHT RACE 

Lots of airtime! Lots of stunts! There's a short¬ 
cut on this track: do a rolling jump at the end 
of the yellow section which will let you avoid 
the linear accelerator entirely. 

HAIRPIN HILL 

The important thing to watch out for here is 
the abundance of paint. There is very little 
scope to get away with poorly performed 
stunts, as poorly-timed landings always come 
a cropper. 
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With this fantas- 
mogoricol Unirally 
guide in your hands, you 
are ready to experience stunts 
beyond your wildest imaginings. 

Only, who is there to support your 
magnificent performance in the 
real world once the molten tyre / 
of your unicycle has rendered 
its mark on the finish line? 

Nintendo, that's who; and 

they're offering BIG prizes to 
a select number of people 
whose track records and 
stunt-tacular capabilities in 
Unirally far exceed those of 
mere mortals. To keep the 
suspense going they're hang¬ 
ing back on the details until 
next month, but rest assured 
the rewards will be LARGE 

and more than a little 

LUNATIC! 

Unirally aficionados are asked 
to provide their top times and 
stunt track scores for the Silver 
cup level; bearing in mind that 
only the most highest scores 
and ridiculously fastest course 
times count with Nintendo and 
game creators DMA overseeing % 
the proceedings. You're not just 
competing against your mates 
here - it's the entire country! So 
don that loin guard and prepare 
for some long hours in the saddle 
as you pitch for a place on the Rip¬ 
roaring Unirally Roster. Send your 
entries to: 


I'M THE RIPPINEST 
ROARINEST UNIRALLY RACER 
IN THE WHOLE WIDE WORLD!!!, 
Nintendo Magazine System, 
Priory Court, 30-32 Farringdon 
Lane, London. EC1R 3AU. 
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INT’L S/STAR SOCCER 

39.99 


SIM CITY 

19.99 


PGA TOUR GOLF 

19.99 


NHLPA ‘93 

14.99 




CANNON FODDER 

40.99 


SECRET OF MANA SENSIBLE SOCCER JURASSIC PARK STREET RACER D/KONG COUNTRY 

33 99 19.99 19 99 34.99 49 99 

SNES GAMES 


• = NEW GAME 

AIR CAVALRY* . 

BATMAN RETURNS . 

BATTLETECH* . 

BATTLETOADS/DOUBLE DRAGON • 
BOXING LEGENDS OF THE RING 

BUBSY . 

BUBSY 2 *. 

GANNON FODDER . 

CARRIER ACES. 

CLAYFIGH1 ER 2 * . 

CRAZY CHASE • . 

DEMOLITION MAN * . 

DESERT FIGHTER • . 

DONKEY KONG COUNTRY. 

DRAGON . 

EARTHWORM JIM . 

F-ZERO * . 

FIFA SOCCER . 

INDIANA JONES GREATEST ADV 
INTN’L SUPERSTAR SOCCER • 

JOHN MADDEN 93 . 

JUNGLE BOOK . 

JURASSIC PARK . 

JURASSIC PARK 2 . 

LETHAL ENFORCERS (WITH GUN) 

LION KING. . 

LORD OF THE RINGS • 

LOST VIKINGS . 

LOST VIKINGS 2 *. 

MARIO ALL STARS 


,39.99 

,26.99 

,44.99 

39.99 

40.99 
.15.99 
38 99 
.40.99 
.39.99 
.49.99 
.39.99 
.39.99 
.19.99 
.49.99 
.39.99 
.49.99 
.14 99 

35.99 

48.99 


MEGA MAN X .33.99 

MICKEY'S UL'i IMA i E lHALUNuE 38 99 

MORTAL KOMBAT .17.99 

MORTAL KOMBAT 2 .49.99 

MR TUFF •.40.99 

MYSTIC QUEST* .14.99 

NBA JAM-TOURNAMENT EDITION *52.99 

NBA LIVE '95 (BASKETBALL) .44.99 

NFL QUARTERBACK CLUB * .49.99 

NHL '95 (ICE HOCKEY) 37 99 

NHLPA 93 iCE HOCKEY.i4 99 

NO ESCAPE * .38.99 

PACMAN 2 * .34.99 

PGA TOUR GOLF .19.99 

PINBALL FANTASIES .32.99 

PORKY PIG* .41.99 

POWERDRIVE .37.99 

SECRET OF MANA.33.99 

SENSIBLE SOCCER . 19 99 

SIDE POCKET* . 41.99 

SIM CITY 19 99 

SMASH TENNIS.34 99 

STAR TREK: STARFLEET ACADEMY 37.99 

STARGATE* .49.99. 

STARWING .14.99 

STREET RACER .34.99 

STREETFIGHTER TURBO .25.99 

STUNT RACE FX .41.99 

SUNSET RIDERS . 26 99 

SUPER BC KID* 40 99 

SUPER BOMBERMAN 2 40 99 

SUPER MARIO KART.33.99 

super mario world . 19.99 


SUPER METROIU . .99 

SUPER PUNl H DC I . 39 99 

SUPER RE TURN OF I HE JEUI ...48.99 

SUPER STAR WARS .34.99 

SYNDICATE .37.99 

TELSTAR 100% ADVENTURE 

SUPER PUTTY/SUPER MARIO WORLD • 39.99 

T2 - THE ARCADE GAME .19.99 

THE MASK* .37 99 

THE SMURFS • 33 99 

THEME PARK l DUE APRIL, 36 99 

THUNDER IN PARADISE • 4i .99 

TRUE LIES* .49.99 

UNIRALLY * .39.99 

VORTEX .45.99 

WARIO'S WOODS * 34.99 

WING COMM. - SECRET MISSIONS 19.99 

WORLD CUP USA ‘94 .19.99 

WORLD LEAGUE BASKETBALL ... 12 99 

WWF RAW * 51.99 

ZELDA3 LINK TO THE PAST 26 99 

LYNX TOP 10 

LEMMINGS .24.99 

CHECKERED FLAG .10.99 

PINBALL JAM .11.99 

WORLD CLASS SOCCER .11.99 

WARBIRDS .14.99 

DINO OLYMPICS .12 99 

RAMPAGE 1 I 99 

JiRlYLARRi RENEGADE COP 14 99 

AENOPHOBE li.99 

STEEL TALONS .9.99 


LYNX 2 HANDHELD 

29.99 




WITH 
BATMAN 
RETURNS 

POWERFUL 16BIT HANDHELD AT AN 
UNBEaTA but PRICE 

MAINS ADAPTOR 1 ‘ »» 

FOR LYNX 1 OR 2 (RECOMMENDED AS 
BATTERY LIFE IS SHORT) 

COMLYNX CABLE.6.99 

CONNECTS LYNX CONSOLES FOR 
MULTIPLAYER ACTION 



ATARI JAGUAR 
64-BIT CONSOLE 
WITH JOYPAD AND 
CYBERMORPH 

GAME 179.99 


STATE OF THE ART CONSOLE WITH 16 7 
MILLION COLOUR CAPABlu ' r AND A 
PROCESSOR WHICH ib ClAiMfcD Iu8b 33 
TIMES FASTER THAN THE MEGADRIVE OR 
SNES. GENUINE UK VERSION 
CONTROL PAD FOR ATARI JAGUAR ...22.99 


CALL SALES FOR FULL DETAILS 
OF JAGUAR AND LYNX GAMES 

i ~ **> 

PHASE 9 MULT! PLAYER 
ADAPTOR 

FOR SUPER BOMBERMAN 
AND OTHER FOUR PLAYER 
GAMES 

14.99 



LEADS 

HIFI AUDIO LEAD SNES TO SIEHC ... 12 99 

SCART LEAD SNES TO TV WITH SGAfl I INPUT .9.99 


SNES DEALS 

SNES WITH STARWING .79.99 


SNES WITH 

STREETFIGHTER TURBO 


79 99 


SNES WITH 

MARIO ALL STARS PACK . 89.99 

SUPER MARIO 1, 2 AND 3 PLUS LOST LEVELS 
GAME (ON ONE FOUR-GAME CARTRIDGE) 

SNES WITH 

DONKEY KONG COUNTRY 111.99 

(ALl OF THE ABOVE LOME Wlfh ONE 
NIN1 ENUO ji >YPAl/ 

SUPER GAMEBOY ADAPTOR .44.99 

ALLOWS YOU TO PLAY GAMEBOY GAMES IN COLOUR ON A SNES 


HEAVY discounts 
HUGE range 
10am to 8pm Daily 


S'p.eclcU 


01279 600204 

Order by fax on 01279 726842 - we ll fax back to confirm receipt 


WE ONLY SUPPLY MEMBERS BUT YOU CAN ORDER AS YOU JOIN 

Special Reserve Members receive our 48-page Colour Club Magazine monthly. Each 
issue carries a huge range of products and includes at least £30 worth of XS Savers for 
additional savings on top products. Members are under no obligation to buy anything. 

MEMBERSHIP FEES UK E( WORLD 

ONE YEAR ■mourn, 7.00 4 00 9.00 * •», 11,00,/ oo 

One year price includes 12 issues of Special Reserve magazine with £180 of XS Savers 

All prices include VAT and 2-3 working day carriage to UK mainland. Allow one or two days 
for processing and despatch of stock items. We issue confirmations of all orders received 

Overseas orders must be paid by credit card Hardware items (battery or mains) are only 
supplied to the UK mainland Overseas surcharge £2,00 pei software item ai 25% on other items 


Orders accepted oy post, pnone, fax oi visit on ot our Special -Reserve shops in 
Cheimstord and Sawbndgeworth HANK 

(BLOCK CAPITALS please) <t, 

Name & Address___ % 


Enter membership number or NEW MEMBERSHIP FEE I 
iiem 


item 
item . 


item 


Please use this box to add any optional fast delivery charge 
1st Class Post 40 p per posted item or £10 hardware 


ALL PRICES INCLUDE UK POSTAGE & VAT 

Cheque/P O, Access/Mastercard/Switoh/Visa 


CREDIT CARD SWITCH 

EXPIRY DATE _SIGNATURE_(ISSUE NO_) 

Cheques payable to SPECIAL RESERVE at 

P O BOX 847 HARLOW CM21 9PH 

inevitably aomc games, listed may not yet be available. Please phone to check availaDility. 
Prices and otters may change without prior notification. SAVE = having ott full retail price. 
PRICES CORRECT AT TIME OF GOING TO PRESS. 16.03.95 E .& O.E. 
Inter-Mediates Ltd, 2 South Block, The Maltings, Sawbridgeworth, Herts. CM21 9PG. 


EXCITEMENT 
=r DIRECT 


FREE CATALOGUE 
PLEASE SEND STAMPED 
S.A.E. ANY SIZE 

01242 516116 


A S A m 
KEEPING 
TABS 
ON A D S 

THE ADVERTISING STANDARDS AUTHORITY 2 T0RRINGT0N PLACE LONDON WC1E 7HW 


SUPER NES GAMES 

AERO THE ACROBAT 
BATTLETOADS IN BATTLEMANIACS 
BIKER MICE FROM MARS 
BOMBERMAN II 

BUGS BUNNY RABBIT RAMPAGE 
CANNON FODDER 
GASTLEVANIA IV 
DENNIS 

DIR1 RACER SFX 

DOUBLE DRAGON 

EARTHWORM JIM 

EEK THE CAT 

EQUINOX 

FIREMAN 

FLASHBACK 

FLINTSTONES 

FULL THROTTLE RACING 

GAME OVER 

HEBEREKES POPOON 

ILLUSION OF TIME 

ITCHY & SCRATCHY 

JELLY BOY 

JUNGLE STRIKE 

JURASSIC PARK 

KID KLOWN IN CRAZY CHASE 

MADDEN ‘95 

MAN UTD CHAMP 

MARKO'S MAGIC FOOTBALL 

MICKEYMANIA 

MICRO MACHINES 

MORTAL KOMBAT 

MR TUFF 

NBA TOURNAMENT EDT 
NFL QUARTERBACK CLUB 95 
OPERATION STARFISH 
PINBALL DREAMS 
PINBALL FANTASIES 
POCKY AND ROCKY 2 
POWERDHIVE 
PUSHOVER 

HOBOCOP V IERMINAI OH 
SATURDAY SLAM MASTERS 
SECRET OF MANA 


£22.95 
£11.95 
£40.95 
£45.95 
£33 75 
£40 75 
£21 95 
U i 96 
£39.96 
£22.95 
£47.95 
£16.95 
£18.75 
£38.95 
£18.95 
£40 75 
£39 95 
£21 95 
£36.75 
£33.75 
£41.75 
£36.75 
£40.75 
£24.95 
£35.45 
£25.95 
£35 95 
£46 95 
t35 96 
t-3l 9b 
£17.75 


£44.75 
£33.75 
£21.95 
£29.95 
£40 75 
£35 96 
£33.76 


SHAQ FU 
SIDE POCKET 
SIM CITY 

SPIDERMAN ANIMATED 

STAR TREK:NG FINAL UNITY 

STARGATE 

STREET RACER 

SUPER BC KID 

SUPER DROP ZONE 

SUPEh MARIO WOHi U 

SUPER fURRICAN 

SUPER TURRICAN II 

THE MASK 

THEME PARK 

UNIRALLY 

WARLOCK 

WORLD CUP STRIKER 
WORLD CUP USA ‘94 


£18.96 
£36.75 
£22.95 
£48.75 
£39.95 
£48.75 
£37 75 
£40 95 
£34.75 
£21.95 
£16.95 
£36.75 
£36.95 
£35.95 
£36.75 
£44.75 
£19.95 
£21 9b 


PURCHASE ANY TWO OF THE 
SUPER NES GAMES BELOW & 
DEDUCT £6 FROM THE TOTAL 


£36 fi 


DONKEY KONG COUNTRY 
GOOF TROOP 
INTL. SUPERSTAR SOCCER 
LOST VIKINGS 
MARIO ALL STARS 
MARIO PAINT WITH MOUSE 
MORTAL KOMBAI 2 
MYSTIC QUESI 

NIGEL MANSELL'S WORLD CHAMP 

PAC ATTACK 

PLOK 

RISE OF THE ROBOTS 
STARWING 

STREETFIGHTER II TURBO 
STUNT RACE FX 
SUPER MARIO KART 
SUPtH Mt I RUlD 
SUPth PUNCH OU, 
oUPth Hfc I UHN Oh .. h u. 
TOTAL CARNAGE 
ZELDA 3 


£43.95 
£15.95 
£40.95 
£17.75 
£24.95 
£44 95 
£46 95 
£15.75 
£31.75 
£15.75 
£18.75 
£25.95 
£13.95 
£18.75 
£36.95 
£27.95 
£33 76 
r.36 95 
£39.96 
£15.95 
£21.95 


HARDWARE & ACCESSORIES 

SNES & STARWlfijG WITH 

DONKEY KONG COUNTRY £112.00 

SNES & FIFA SOCCER £78.00 

GAMEBOY & TETRIS & 

SUPER MARIOLAND £55.00 

SUPER GAMEBOY £43 95 

GAME BOY GAMES 

BC KID 2 £23.95 

FIFA INTERNATIONAL SOCCER £24.95 

FLINTSTONES £24.45 

JELLY BOY £19.75 

JUNGLE STRIKE £23.95 

KIRBY’S DREAMLAND £14.75 

LION KING £24.75 

MICRO MACHINES £19.95 

MILONS SECRET CASTLE £23 95 

NBA JAM TOURNAMENT EDI £23 95 

NFL uUAfl I fcRBACK CLUB 9b t20 95 

NHL HOCKEY 95 119,95 

STARGATE £20.95 

WARIO BLAST £18.95 

PURCHASE ANY TWO OF THE 
GAMEBOY GAMES BELOW & 
DEDUCT £8 FROM THE TOTAL 


DARKWING DUCK 
DONKEY KONG ‘94 
DUCK TALES 2 
GAMEBOY GAllERY 
GOLF 

MEGA MAN 3 
MS PACMAN 
MYSTIC QUEST 
N MANSELL'S WORLD CHAMP 
NINTENDO WORLD CUP 
SPACE INVADERS 
STAR WARS 
SUPER MARIO LAND 
lETRib i 
lETHiS 2 

I OP HANKING TENNIS 
WARIO LAND (SML 3) 

ZELDA - LINK'S AWAKENING 


£11.45 
£19 95 
£23 75 
£19.95 
£14.75 
£19.75 
£17.95 
£14.75 
£40.95 
£14.75 
£14.95 
£26.95 
£18 95 

£i4 /5 
£21.45 
£19.75 
£19.95 
£14.75 


WE HAVE A LARGE RANGE OF OTHER GAMES, HARDWARE AND ACCESSORIES AT GREATLY DISCOUNTED 
PRICES FOR MEGADRIVE, MEGA CD, MASTER SYSTEM, GAME GEAR, SUPER NES , NES & GAMEBOY 

SEND TO: 

EXCITEMENT DIRECT (NMS5) 
P.O. BOX 26, CARTERTON, 
OXON OX18 4UL 

FREE POSTAGE FOR THE U.K. 

£2 FOR EUROPE £3 FOR OVERSEAS 

NAME 

ADDRESS 



HUS 1 DUDE 

1 L Lt HMUNt 

ITEM 


1 enclose a cheque/P.O. made payable to 
EXCITEMENT DIRECT 

Please allow sufficient time 
for cheques to clear. 

All items are subject to availability 
Prices may change without prior notification 





GRAND TOTAL 

























































































































































































REVIEW 



• BY: SQUARESOFT 

• PRICE: TBA 

• RELEASE: TBA 

• GAME TYPE: ACTION RPG 

• CART SIZE: 32 MEG 


GAME FEATURES 

• NO. OF PLAYERS: 7 

• HEAD TO HEAD No 

• BATTERY BACKUP: Yes 

• CONTINUES: Loads of them! 

• OPTIONS In game 


GAME INFO 

• GAME ORIGIN: The biggest, 
baddest, most impressive RPG 
from the Dream Project Team 
at Squaresoft 

• GAME DIFFICULTY: Well 
balanced to suit all comers 

• SCORE TO BEAT: Get past 
Speckio! 

• ALTERNATIVES: Secret of 
Mana, Final Fantasy series , 
Zelda, Illusion of Time 


GAME CREDITS 

• DEVELOPED BY: SQUARESOFT 

• DISTRIBUTED BY: SQUARESOFT 

• MADE IN JAPAN 

• ARTWORK: c 1995 SQUARESOFT 


Cancel Option 


Move message screen 


L: No Function 
R: No Function 


Start: Starts/pauses 
Select: No function 


GAME CONTROL 

• CONTROLLER: Joypad 

• RESPONSIVENESS: Excellent 


Inventory menus 


RONO 


MJ2 


T ake one Yuji Horii (creator of Dragon 
Quests 1-6), add a large dash of 
Hironobu Sakaguchi (director of the Final 
Fantasy series and Squaresoft's Vice 
President), and stir in some Akira Toriyama 
(Mr Dragon Ball Z and Japan's most success¬ 
ful comic book artist). Now sprinkle a team of 
over 50 of Japan's top games developers, 
and leave for two years. Finally serve in a 32 
MEG cart and become the most eagerly 
awaited title in Japanese gaming history. The 
end result: CHRONO TRIGGER. 

Today for our in-depth review we are fortu¬ 
nate enough to be joined by Chrono, star of 
Squaresoft's greatest RPG to date: 

NMS - So Chrono how does it feel to be Japan's 
number one star? 

CHRONO - Well I can't take all of the credit for the 
hard work that's gone into the project. I must thank 
my co-stars - Marl, Lucca, Kaeru, Robo, and Eira - 
and the crew for their support over the past two 
years. Without them we couldn't have pulled it off. 
NMS - Take us through some of the high points 
and low points of the quest. 

CHRONO - Hmm, let me think. Most definitely the 


highest point must have been when we finally suc¬ 
ceeded in putting the wrong to right, but the less 
said about that the better. I don't want to ruin the 
quest for the readers. I particularly fond of the 
whole market place scene, I feel it successfully 
introduces the adventure and the everyday life of 
the characters. 

NMS - How did you cope with all of the time trav¬ 
elling? Any problems with time lag? 

CHRONO - Nothing of the sort. But it did get a bit 
hectic trying to keep up with all of the possible 
repercussions of tweaking the time/ space contin¬ 
uum. Lucca is the specialist in this field. We were 
lucky to have her in the team. 

NMS - And the different time zones? How did you 
know where to go, what to do, how to tackle the 
beasts? 

CHRONO - Where ever you go, no matter what 
you do, humans are all the same. Whether they're 
the mutants of a post-apocalyptic future, or pri¬ 
mates, they're willing to help and guide you as 
much as they can. As for enemies, what can I say? 
Experience and experimentation count. 

NMS - Everybody's dying to know if you manage 
to save your planet. Do you? 

CHRONO - Now that would be telling wouldn't it? 
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REVIEW 
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(ABOVE) Take that! Chrono thwacks a blue Jary where it 
hurts 


(BELOW) The first time Chrono and Marl 
bump into each other quite literally! 


(ABOVE) Journey's beginning for young Chrono. Talk to 
Kitty the cat. and ask old Mother Trigger for an advance on 
your allowance 


LUCCA 

Daughter of the scientist who invented the tele 
porting device responsible for all of the trouble, 
Lucca is the thinking part of the outfit. Armed 
with a gas-powered pistol and, what can only 
be described as a croquet mallet, she also has 
a magic fire attack which can fuel super attacks 
from the other characters. A very useful boffin 
to have around in the future when there's 
rewiring to be done. 


(ABOVE) The mechanised dinosaur proves a stumbling block 
until it is approached logically. 


(ABOVE) Do you, Chrono, swear to tell 
the truth, the whole truth, and nothing but 
the truth2 It's a spell behind bars fo- the 
young whippe'snappei 


GLOBAL PERSPECTIVE 

A hybrid of both Secret of Mana and Final Fantasy III, Chrono Trigger has an map 
view of the islands which the players can move around without hindrance. On the 
map key locations are highlighted when approached by the team and can be entered 
on a voluntary basis. 

TOP HINT - You can save your progress at any point when on the map screen, well 
worth knowing! 


TIME TRAVELLERS 

The happy band of explorers join forces at dif¬ 
ferent times throughout the game depending 
on the time zone and the task at hand Shall we 
introduce ourselves . ? 

CHRONO 

Our hero and time travelling explorer, 
Chrono has the epic task of putting history 
back together. Touched by the hand of fate 
Chrono must gather together the five other 
members of the time team, and lead them 
into unchartered adventures in the six time 
zones. A Samurai Sword is his chosen 
weapon, which, with the help of a little magic, 
is used to devastating effect. 


MARL 

Unaware of her heritage, Marl is the fourth 
generation of Time Pendant keepers. A beau¬ 
tiful, but rebellious princess, her fighting skills 
and magical powers are a vital part of the 
team's success. Although armed with a cross¬ 
bow, she 
range. 


(mduvc; me aramanc 
teleport machine 


































KAERU 

Sporting a hop and a skip, the reptilian mem¬ 
ber of the team bounces in to help out in sticky 
situations. First encountered in the Mediaeval 
time zone, Kaeru puts his broadsword wielding 
talent to great effect, especially when combined 
with Chrono for a cross-your-heart slash from 
beyond! Use his healing powers with care as 
they drain Mind Points (MP) very quickly. 


(ABOVE) "Oh come on Kaeru, Robo's sorry for calling you a 
slimey scale-bag. Now can we carry on with the quest?" 


(ABOVE) Kaeru's ultimate magic attack from his level three 
book of spells. 


REVIEW 


THArS FIGHTING 
TALK! 

A good fighting system is crucial 
to the success of any RPG, and 
clearly Squaresoft have invested 
a lot of time in making Chrono 
Trigger's battles as fast paced 
and comprehensive as possible. 
Once a character's energy bar 
has reached full capacity, they 
have the choice of using a nor¬ 
mal weapon attack, a magical 
attack, or an item. After a cer¬ 
tain standard has been 
reached, Chrono can exploit 
another team member's magic 
for a super combo hit - very 
useful when fighting more than 
one strong enemy. 


DETOUR 

Feeling a bit chicken or just plain scared of 
monsters? Then why not take a serious 
detour and avoid enemy attacks. By using 
careful manoeuvring and the advantage 
loaned by those running shoes, the team 
can get out of tricky situations and head for 
the next location. Particularly useful when 
having to go through the forest time after 
time to reach the castle. 


EIRA 

The babe from BC, Eira may come from a 
primitive society, but demonstrates instinctive 
fighting abilities. Her knowledge of the prehis¬ 
toric landscape and ability to communicate 
with the locals will see you through the trials 
and tribulations of the primal sludge. Watch 
that girl head-roll! 


(ABOVE) She's blonde, brave, and bearskin clad. Eira joins 
the team in their prehistoruic pursuits. Although at times 
they don't always see eye to eye. 


ROBO 

Tin can man from the future, Robo, forms a 
serious armour-plated part of the team. 
Programmed prior to the great disaster of 
1999, his technical knowledge is the key to sur¬ 
vival in the 24th century. His weaponry comes 
in the shape of a dual function particle beam 
that can be used to bring enemies to their 
knees, and to heal the parts other powers can¬ 
not reach. His loyalty is without fault, willing to 
sacrifice himself for his human comrades. 




!N-t. - 


(ABOVE) Robo displays 360 degree laser power in one of 
his special attacks. 


















REVIEW 


TIME OUT! 

In a plot more likely to be found in a swash¬ 
buckling Hollywood blockbuster, our intrepid 
adventurers are carried through six periods of 
the planet's history. In a freak accident with the 
Time Pendant and the Teleport machine built by 
Lucca's father, the team are going to have to 
face the realities of the future, the present, and 
the distant past. 

PRESENT DAY: AD lOOO 

The beginning of the adventure and fateful 
meeting place of Chrono, Marl, and Lucca, the 
Present Day kingdom is initially a chance to get 
to grips with the control system and to build up 
an inventory of weapons and equipment. A 
home from home until the fateful moment 
when time stands still... 



MEDIAEVAL: AD GOO 

First stop for the intrepid time trekkers, the land 
is ruled by a generous king and his only daugh¬ 
ter. Much the same as the Present day until 
things go horribly wrong and people start to go 
missing. Can the happy band put an end to the 
evil forces at work? 




(ABOVE) King, check! Princess, check! Court magician, 
check! Courtiers, check! Evil Knight, check! Looks like 
Mediaeval times to me. 


THETI 



(ABOVE) All is revealed in the sorry tale of poor oI' Kaeru. After hearing his misfortune 
there isn't a dry eye in the house. Sob! Sob! 


CHARACTER INFO 

Ever in the pursuit of perfec¬ 
tion, the team at Squaresoft 
have built on their already 
rock-solid reputation of easy- 
to-access Options and Item 
select. At anytime outside of a 
battle situation a quick flick of 
the X button brings up the 
menu. But even though the 
info is at your fingertips it can 
be confusing, so here is a step- 
by-step guide to wheeling and 
dealing in Chrono. 

CHARACTER STATUS 

Great for keeping tabs on the 
general condition of your 
troops, but even cooler for 
equipping party members with 
new weaponry and armour. 
Choose the character, move 
the cursor to the items, and 
click once. Increased stats are 
highlighted in blue click again 
to equip if they are improved. 

MAGIC 

Details of the characters' three 
spell books, running from 
basic to advanced. Access 
healing spells at any time from 
this location. 




CONTROL PANELS 

Whether you want to change 
the design of your message 
boxes, or the appearance of the 
attack bars, this section is cus¬ 
tomise central. 

CHARACTER POSITION 
Alters the attack formation of 
the crew. Chrono is always at 
the head of the team, but keep 
weaker members at the back. 


SAVE GAME 

As all veteran RPGers know, 
saving your game at all times 
should be second nature. Save 
either on the map screen or 
when you find a sparkly star in 
a dungeon. 

ITEM 

Pretty much self-explantory, but 
also gives a helpful description 
for mystery objects. 


TUTORIAL 

Find the hostel in the Present 
Day for some guidance from the 
local village elders. The Knight 
will instruct you in the art of 
fighting and how to use your 
magical powers to defeat multi¬ 
ple enemies. Whereas the oth¬ 
ers will give you general advice 
on purchasing equipment and 
an advance of a 100G. 
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REVIEW 






FUTURE: AD 2300 

The barren wasteland of the future is host to all 
manner of mutants. Civilisation is only a distant 
memory to the poor unfortunate souls who 
seek refuge in what used to be the gleaming 
domes of ultra-technology. The multi-lane 
highways of efficiency are now the realm of 
bizarre half beast/ half machine bikers ready to 
challenge strangers to a race. 



(ABOVE) The amazing Mode 7 bike chase of the future. 
Beat Johnny Bad-Year on the strip and clock some serious 
cash-money. 



PREHISTORIC: BC 65000000 

Eira's home zone is a cave-dwellers paradise. A 
bizarre landscape of prehistoric plants and 
creatures, the team will have their fair share of 
nasties to deal with. Try out some of the local 
delicacies - yum, yum! 



(ABOVE) "Right, so the entrance to the secret cave is third 
on the left after the tomb of the forgotten mammoth, 
perched on the mountain crest above the lava pits?" "Ugg!" 





(ABOVE) Arg, it's the spaceship from the Last Starfighter! 
Well it's not actually, but be ready for boss action a'plenty 
from the central CPU and its drones. 



This is now officially my all time 
favourite Super NES game! I 
love this game, it is absolutely 
incredible. The playing area is 
vast, and is bound to take liter¬ 
ally months to complete. Just 
think about it, hundreds of dif¬ 
ferent locations, each with indi¬ 
vidual battle or puzzles to chal- 
lenge this is RPG heaven! The 
characters are all completely 
fab and develop at a consistent 
rate according to the player's level of proficiency 
demonstrating a perfect learning curve. And even 
though the game's only in Japanese at the 
moment, you will easily be sucked into the mind- 
blowingly fantastic plot. Hold on just one minute. 
With all of these fantastic features you'd be forgiv¬ 
en for thinking the graphics and sound must suffer 
to make room for the rest. Well no, quite frankly 
the characters and backgrounds are remarkable, 
and the sound is incredible. I can't sing Chrono 
Trigger's praises loud enough, and I insist you buy 
this cart immediately. 



BREAKDOWN 

STRATEGY 
ACTION 
CHALLENGE 
REFLEXES 
ORIGINALITY 


LONG-TERM INTEREST 

HOUR 
DAY 
WEEK 
MONTH 
YEAR 


GRAPHICS 

A Superb! The best RPG 
graphics ever and they put 
the majority of other games 
to shame. Beautiful design, 
superlative intricacy. 


SOUND 

A Some of the most 
incredible aural treats on 
the Super NES. How did 
they pack all of the tunes 
into one cart? 


PLAYABILITY 

A Surpasses even the 
greatness of Zelda - and 
that's saying something. 

So many different game 
styles in one game, you 
won't be able to stop. 


LASTABILITY 

A More lastability than 
you can shake a stick at! 

This game is quite possibly 
the largest game on the 
Super NES. You will be 
playing this for weeks, or even months. 


OVERALL 

Chrono Trigger 
Rules!! Somebody 
buy the rights to 
the game and 
translate it for the 
Western market. This is the best 
thing that could ever have hap¬ 
pened to the Super NES. 


i J 
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WOODEN TOPS 

Unlike 


your Tetris/ Puyo-Puyo 
style blocks of colour, 
Dharma's wooden counters 
create a form of spell when 
lined up in the rack. Once 
unleashed, these spells vary- 
ing from a flame attack to a 
simple knock on the head 
Home in on the dangling 
devil to delay their progress 


A huge hit in the 

Japanese arcades, 
Dharma Dojo is hot off 
the conversion presses and 
onto the Super NES. When 
the going gets weird, the 
weird get going! 

Chaos has broken out 
across the sleepy land of 
Pyofo. The magical wooden 
blocks which carried the pro¬ 
tection spells for the land 
have been mysteriously jum¬ 
bled by invading demons. 
Without magical protection, 
the land is vulnerable to 
demoniacal whim and fancy, 
something that our two 
heroes cannot afford to let 
happen. Armed with wooden 
mallets, they alone can 
rearrange the runes into 
order. Make sense? 

Thought not... 


(ABOVE) This old man , he says: "Not 
like that - idiot! Egor , go and sort 
him out. Hah-hah." And other 
teacher-like stuff. 


(ABOVE) Clear the 'dead wood' to make 
way for blocks of the same colour. 

(LEFT) Player one has the right idea. 
That's having a bald head and big stupid 
eyebrows for you though - just ask Paul. 


SMASH KIDS 

If the challenge against the cheeky demons 
and their rope-climbing antics aren't 
enough, several other player options are 
also available. You can pit your wits versus 
the demons one-by-one in a time trial, or try 
the challenge from the elder and his puzzle 
to clear all of the blocks in one go. 
Alternatively the two-player option guaran¬ 
tees head-to-head rivalry clearing a line 
sending blocks to the opposition. 


RATINGS 


• BY: DEN’Z 

• PRICE: TBA 

• RELEASE TBA 

• GAME TYPE: PUZZLE 

• CART SIZE: 8 MEG 


GRAPHICS 


♦ Cute 'n chunky Japanese Goemon-style characters 
packed with colour. 


By heck this is an odd 'un 
when you first switch it on. 
But don't let the obscure 
Japanese script and culture 
detract from what has to the 
most original puzzle game 
for quite a while. At first the 
puzzle style is confusing - 
all this business of smacking 
the blocks to line them up - 
but this soon wears off and 
the action really gathers 
pace. Complete a level, and 
the matching line increases 
by one and the demon shins 
up that rope a darned sight 
quicker. A top quality frenzy 
for Japanese puzzle freaks 
everywhere. 


SOUND 


♦ A satisfying 'thwonk' when you hit the blocks. 


♦ Tricky at first, but once mastered a lot of fun to 
play. 


LASTABILITY 


♦ Highly addictive, especially with two players. Gets 
very tough in the later levels. 


OVERALL 


A thoroughly different and enjoyable puzzle 
game with true Japanese panache. 
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• NINTENDO 

• PRICE: TBA 

• RELEASE: TBA 

• GAME TYPE SHOOT EM UP 

• CART SIZE: 12 MEG 




GRAPHICS 
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♦ Great animation and a quirky, cartoony style to all 
the characters. 


SOUND 


♦ Suitably twangy Western-style themes run through 
out the game. Great gunshot noises too. 


PLAYABILITY 


♦ Loads to shoot at and be shot by, ensuring your 
reflexes are stretched to the maximum. Good stuff. 


LASTABILITY 


♦ Tricky if you are prepared to play it on max difficul¬ 
ty and use the joypad. Trying to find the secret bits is a 


job in itself. 


OVERALL 


An original twist on the Duck Hunt theme and 
tremendous fun while it lasts. Probably the best 
fun to be had with the Super Scope. 


' trip to Boot Hill in the 
sst. There s Tiny and 
y, the keen horticultural- 
who are more concerned 
3ut the condition of their 
rize geraniums than being 
gun-toting tough guys. Black 
Bart himself is pretty laughable 
- too fat to live, too stupid to 
die. And let': 
the Blousey 
dressing a 

nitely not 1- 

Rogers would I 


a Humour plays a very big part 
in this game and, coupled with 
the great cartoony style, it 
works quite well. Fortunately 
there is a bit more to Tinstar 
than just daft jokes and what 
lurks underneath is an original, 
solid and enjoyable blaster 
indeed. I particularly liked the 
three ways to deal death via 
the pad, Mouse and Scope and 
the way they affect the game- 
play - it's fairly easy with the mouse, trickier with 
the scope but a nightmare with the joypad. The 
variety in styles is good too and there's always 
something happening somewhere on-screen. The 
game also holds a fair few secret bits that are 
devilishly hard to find, which is guaranteed to 
keep you blasting for a while. The only problem 
with the game, though, is that once you learn the 
pattern to a level it is possible to stroll through 
with ease every time. I suggest whacking the diffi¬ 
culty to three stars and attempting it with the joy¬ 
pad only to increase the game's longevity. I can't 
think of a better game for Scope owners. 
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B ogeys, and burps, and big bottom 
coughs - these are the things 
Boogerman's made of. Platform thrills 
and enemy kills - these are the things the 
game is made of... 

In a sewerage system far, far away, the 
forces of good and evil are about to come 
face to face. Mild-mannered janitor cum mil¬ 
lionaire, Snotty Ragsdale, is on a mission of 
the utmost secrecy. The mission: to investigate 
Professor Stinkbaum and his latest invention - a 
machine to clear the planet of pollution by 
transferring it to Dimension X-crement. Thought 
by the Professor to be devoid of life, the parallel 
dimension is the realm of a ruthless and pungent 
tyrant, the Boogermeister, whose sole obsession is 
to rule the Earth. Only daring, cunning, and a 
strong stomach to hope to save 
the planet from certain doom. 

Boogerman - you're our only 


CART SPEC 

• BY: INTERPLAY 

• PRICE: £54.99 

• RELEASE: MAY/JUNE 

• GAME TYPE PLATFORM 

• CART SIZE: 24 MEG 


GAME FEATURES 

• NO. OF PLAYERS: J 

• HEAD TO HEAD: No 

• BATTERY BACKUP: No 

• CONTINUES: Password 

• OPTIONS: None 


GAME INFO 

• GAME ORIGIN: A game 
based on all the best bits 
about being a bloke - belching, 
picking your nose, farting etc... 

• GAME DIFFICULTY: Medium 

• SCORE TO BEAT: Beat 
Revolta 

• ALTERNATIVES: Donkey 
kong Country, Earthworm Jim, 
Super Mario World and count¬ 
less others 




GAME CONTROL 

• CONTROLLER: Joypad 

• RESPONSIVENESS: Good 


No Function 


Belch and Fart 


BURP 


AT BOSSES! 


Flick and Loogie 


L: No Function 
R No Function 


Start: Starts/pauses 
Select: No function 


• DEVELOPED BY: INTERPLAY 

• DISTRIBUTED BY: INTERPLAY 
m MADE IN: USA 

• ARTWORK: c 1995 INTERPLAY 


(ABOVE) Lord pants, Deodor-ant, tries the old shock tactic on a 
struck Booger. 


PICKS N PUCKS 

He may have already made the 
radical career leap from mild-man¬ 
nered janitor to sewer super hero, 
but Boogerman isn't going to cause 
much of of a stir with just his 
stomp. Let's take a look at the 
Booger arsenal. 


FART 

Pop a squat and face 
in the opposite direc¬ 
tion before letting a 
NAD (noisy and dead 
ly!) rip from Booger's 
caustic colon. Once 
more, if you charge 
up his gases, the 
result is far more 
destructive. 


SNOT PUCK 


His most common 
form of attack, the 
snot is an effective 
mid-range enemy 
crusher. 


DOW TWF DRAW 

Aside from the usual collection 
of power-ups scattered around 
the levels, Boogerman can also 
stock up on supplies by locating 
the warp toilets. A toilet with 
an arrow pointing down is the 
gateway to Boogerville's exten¬ 
sive sewerage system Sewer 
City and the site of unwanted 
power-up icons that have made 
their way into the system. 

Watch your step though, the 
sewers contain their fair share 
of the Boogermeister's guards 
and risky jumps. 
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ICOOTE 

Pick up a sour bottle of milk 
and get ready for some seri¬ 
ous phlegm ball gobbing. 
More powerful than the flick 


into play in Boogerman's 
power belch attack. Charge 
up the burp for a more dev¬ 
astating effect. 


WKTY MONEY 

Where there's muck, there's 
brass, or so the saying goes, 
and being the kind of hands 
on guy he is, Boogerman 
isn't afraid of getting them 
dirty. Searching through 
these rancid piles of trash 
can uncover treasure, espe¬ 
cially from the piles accom¬ 
panied by a guard. 


A PICK AND FUCK ADVENTURE! 


linTcc"mpeWo e n feat ° 9 ° inSf Blobb y in the 


I'm always 
hb very dubi- 

MP ous about 

shows, and 

K even 

•. . . though 

V * Booger's 
bodily 
exploits do 
wear a bit 
thin, under¬ 
neath lies an immense game. 
The graphics are beautifully 
laid out - the characters have 
all the fluidity and quirkiness of 
an animated series, and the 
levels provide vast potential for 
exploration. The sound is a rib- 
tickler, no matter how many 
times you hear the same burps 
and farts they still manage to 
raise a smirk. In all, 

Boogerman is a thoroughly 
worthy platformer with enough 
substance and surprise to keep 
platform fans happy. 


(ABOVE) Looks can be 
deceptive , especially in 
the case of Flyboy and his 
spit and maggot attacks. 
Quick hint use the tram¬ 
poline in the middle! 


(BELOW) I don't know what 
you're looking so smug 


about? Somebody's got 
to clean up that mess 
you've left behind! , 


CEB 








ODOUR EATERS 

By far the most impressive 
enemy characters in the game, 
the end of level bosses have lit¬ 
tle intention of letting 
Boogerman pass easily. From 
Revolta, to the Boogermeister 
himself, these giant sprites fol¬ 
low set routines to challenge 
even the most adept gamer. 
Even the first boss, Hickboy, will 
cause many to fall at the first 
hurdle. But helpful as ever 
NMS is here to give a step-by- 
step guide to his defeat. As 
soon as Boogerman can move, 
jump to the left-hand side and 
stand on the ledge. Flick attack 
Hickboy from this relative safe¬ 
ty, but be ready for the chicken 
frisbee. Don't jump to avoid the 
chicken until it has passed the 
corner, at which point jump 
and hold Boogerman against 
the side of the screen. Flick 
Hickie, and be ready to dodge 
the rotten eggs nothing too 
tricky. Flick him again, and 
jump over the country bumpkin 
as he runs towards you. Repeat 
until defeated. 


STRATEGY 


ACTION 


CHALLENGE 


ORIGINALITY 


LONG-TERM INTEREST 


HOUR 


WEEK 


MONTH 


YEAR 


(ABOVE) Booger 
man scoffs in 
the face of 
Hickboy and his 
pathetic 
attempt to 
place egg on 
the superhero's 
cossie. 


GRAPHICS 


A Impressively animated 
sprites and lusciously 
drawn backgrounds. 


▼ Not a huge deal of vari¬ 
ation in the enemy characters. 


hu. The thing 

X, 

impresses 
most about 
Boogerman 
is not the 
-jrs. offensive 
IT toilet 

“ humour - 

although 

ANDY “Jx 

proceedings - but the fluid ani¬ 
mation of all characters. It 
makes playing the game like 
controlling a cartoon. What a 
pity that all this beautiful ani¬ 
mation does is serve to hide a 
rather average platform game. 
There's not much big or clever 
in Boogerman. The levels all 
have a very samey feel and are 
patrolled by the same cast of 
bad guys. Boogerman's attacks 
provide the odd laugh or five, 
but even they get repetitive 
after a while and only a couple 
of them are actually any real 
use. Now don't get me wrong, 
this is by no means a bad 
game, it's pretty playable, has 
a fair amount of challenge and 
you can always play it to upset 
your Aunty Ethel. But that's not 
really why you buy a game, is 
it? 


A Vast playing area and 
enough surprises to keep 
you going back for more. 


LASTABIUTY 


A Huge levels, tough 
bosses, bonus levels. Very 
promising. 


T The gag does tend to 
wear a bit thin. 


OVERALL 


Lose the scatolog¬ 
ical excesses and 
you still have a .Wfc 
fine fellow of a 
platformer 

stacked with levels and playability. 


our°hero An ° f the ^ndola transport union, Revolta punts over to 


SOUND 

1 

A Lifelike belches and 
squelches set to make your 
stomach turn. 
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N i ntendo* 


MAGAZINE SYSTEM 


XT STARTED WHEN I WAS YOUNG, SPITTING OUT THE 
CHEAP PAPY FOOD MY MUM TRIED TO FORCE DOWN MY 
NECK. AS | GREW OLDER I WOULDN'T PE SATISFIED WITH 
JUST ANY OLD TOY; I WANTED THE SUPER DELUXE SETS 
WITH FREE TOKENS TO SEND OFF FOR LIMITED EDITION 
ACCESSORIES. AS I APPROACHED MY TEENS I SOUGHT OUT 
IMPORTED CDS OF HARDCORE GROOVES; COMPLETE WITH 
PONOS TRACKS, LYRIC SHEETS AND EVERYTHING. HONE OF 
YOUR CHART TRASH FOR THIS STYLISH INDIVIDUAL. AHEM. 
'OH YES |'M A QUALITY JUNKIE. AND PROUD OF |T. 
PROPLEM IS, CLASS COSTS AND |'M CURRENTLY SO CUR¬ 
RENCY CHALLENGED I'M STRUGGLING TO MAINTAIN MY 
CREDIPILITY. SO I THANK MY LUCKY, GOLD-PLATED IN A 
SPECIAL GIFT SET, AUTOGRAPHED PY ANDY MCV|TT|E STARS 
FOR THE HMS SUPSCRIPTlON OFFER. BASICALLY, WHAT I 
GET IS TWELVE QUALITY ISSUES FOR THE PRICE OF TEN. 

that s TWELVE FOR THE PRICE OF 

TEH/// OF COURSE THERE'S MORE TO THIS OFFER THAN 
THAT. I'M NOT STUPID. THE FACT |S | ALSO GET TO SEE 
HM5 PEFORE THE HIGH STREET SHOPS HAVE HAD A 
SNIFF OF |T, WHICH MEANS I'M TOTALLY CLUED UP DAYS 
PEFORE ANYONE ELSE. 

'IYOW I DON'T WANT PEOPLE CRAMPING MY STYLE OR 
ANYTHING. PUT THIS OFFER'S OPEN TO ANYONE - MUCH 
AS | HATE TO ADMIT |T. SO |F I WERE YOU, WHICH I'M 
APSOLUTELY NOT OKAY, I'D SIGN ON FOR THIS EXCELLENT 
DEAL RIGHT NOW.' 

^R^ffflONA^COOL^SOff' 


To take out a subscription to Nintendo Magazine System complete the form 
and send with payment to : Nintendo Magazine System, Subs Dept, Tower 
Publishing, Tower House, Sovereign Park, Lathkill Street, Market Harbour, 
Leicester, LEI 6 9EF. 

(or if you want to pay by credit card call our subscriptions hotline on 01858 
468888 quoting source and offer codes) 

I wish to subscripe to Nintendo Magazine System and I enclose a 
cheque/postal order made payable to Emap Images Ltd for£. 

□ UK (Offer Code: F02) : £24.50 

O Overseas surface ; £33.40 

O Air Europe ; £36 .70 

O Air Zone 1 : £50 .00 

□ Air Zone 2 : £57.50 

□ Eire : £33.40 

Source Code ; IF18 

NAME .. 

ADDRESS .. 

POSTCODE:. 

SIGNED:. 

(Parent or guardians signature if under 18 years) 

All subscriptions will be processed as quickly as possible, but you should allow 
28 days for the order to be processed and expect to receive the first avalible 
issue after that. 

Subscriptions guarantee: remember, if you are not completely satisfied with 
your subscription, you can cancel at any time and get a full refund for any 
unmailed issues. 

□ Tick here if you do not wish to receive any direct mail that Emap Images Ltd 
feels may be of interest to you. 
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CUBBY WHOLE 

For obvious reasons the Simba sprite is a good 
deal smaller on the NES than it was on the 
Super NES original. That doesn't mean that 
he's any weaker though. And nor does it mean 
that he's any less animated. In fact the Simba 
sprite in this conversion is very well animated 
indeed, with Simba running, leaping, climbing 
and rolling his way around with all the finesse 
of his 16-bit counterpart. Well, in as much as 
you can describe anything the NES does as 
having finesse. Gamers will also be pleased to 
find out that Simba has all his fighting moves 
too. His roar is in fine fettle and topples or stuns 
baddies as well as it ever did. His pounce is 
every bit as effective too but, due to the minia¬ 
turisation of everything, is harder to guage. 


LION 


t is in this part of the introduction that I usually wax lyrical 

what it's about, who's in it. 


I about the game in question 

what's so special about it and so on. However, I'm throw¬ 
ing all that out of the window on this occasion, as the most 
remarkable thing about the Lion King is that it's here at all, 
because, gasp - IT'S AN NES GAME!!! 

Yes, while the rest of the gaming world tires of 16-bit and 
braces itself for the next generation of wondermachines, 
somebody, somewhere deep in the bowels of the Virgin 
Empire was tinkering away, unaware of the NES's demise as 
a viable platform. But when you think about it, perhaps 
he's quite a clever lad. After all there are in excess of a mil¬ 
lion NES owners out there. Many of whom are justifiably 
miffed at the total absence of any new software for their 
beloved machine. Let's have a look then, shall we... 


CART SPEC 

• BY: VIRGIN 

• PRICE: TBA 

• RELEASE: TBA 

• GAME TYPE: PLATFORM 

• CART SIZE: 4 MEG 


GAME FEATURES 

• NO. OF PLAYERS: 7 

• HEAD TO HEAD No 

• BATTERY BACKUP: No 

• CONTINUES: Varies 

• OPTIONS: Music , Difficulty 


(ABOVE) These logs are like buses , 
you know. You wait ages for one to 
come along , then four of 'em come 
along - incredibly slowly - Ho hum. 


GAME INFO 

• GAME ORIGIN: Based on 
that most successful of Disney 
cartoons, the Lion King 

• GAME DIFFICULTY: Easy 

• SCORE TO BEAT: Finished it 
mate! 

• ALTERNATIVES: Castlevania , 
any Mario, Megaman or Kirby 
game. 


IT’S BACK! 

• THE NES RETURNS: 

After a long abscense the NES 
is back again whilst all eyes 
turn toward the Ultra 64. 


GAME CONTROL 

• CONTROLLER: Joypad 

• RESPONSE: Whiffy 


JUMP 


ROAR 


Start: START/PAWS 


Select: PAWS 


GAME CREDITS 

• DEVELOPED BY: DARK 

• DISTRIBUTED BY: VIRGIN 

• MADE IN: USA 

• ARTWORK: c 7 994 DISNEY 


(ABOVE) Well full marks for trying. This is the noted 
stampede section. Tremble as wild-eyed wildebeest thun 
der uncontrollably towards you in glorious Mode-Zero. 
Then again , don't. 
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STRATEGY 


ACTION 


CHALLENGE 


ORIGINALITY 


LONG-TERM INTEREST 


HOUR 


WEEK 


MONTH 


YEAR 


I 


■■■ 


mmmm. 


(ABOVE) Yes , it's the return of the static, 
tion screen. Eeeh , fakes you back dunnit 


(ABOVE) That green structure that 
looks like a rip in the time/space 
continuum is actually a tree. Aren't 
NES graphics ace I? 


(ABOVE) 'Oh I just can't wait to be king - 'cos maybe 
then I'll have enough money to buy an Ultra 64, a Super 
NES. Anything but this crappy old NES. Arrrggghl' 




lilfi 


It's been so 
long since I 
actually 
played an 
NES game 
that lower- 


FROM A CUB TO A KING 

There are three skill levels in Lion King. Fittingly, they are Cub, 
Prince and King. Now don't be tempted to think you can see all 
the game has to offer by attempting it on easy Cub level - the 
game's cleverer than that. Cub level arms Simba with five lives 
and a bunch of continues but only has three levels of the actual 
game. Prince level gives four lives and two continues to the coura¬ 
geous cub and has six levels. But there's more still in store for 
those skilled and brave enough to tackle the game on King level. 
A measly three lives are all that are spared and no continues. The 
consolation is that the whole game is opened up and it is only on 
this level that Simba makes it to adulthood and banishes Scar.ln 
terms of actual difficulty the only real difference is that some of 
the bigger baddies - hyenas and vultures take a few more hits 
before dying. 








■ 


mg my 

y standards to 
1^ jR get used to 

the exceed- 
£MHMn% ingly crappy 
graphics 

took some time. Most Super 
Game Boy games look better 
than this. Once I'd cast my 
prejudices aside, though, I 
found myself being drawn into 
the game, and what there was 
of it was quite enjoyable. 

Simba has all the moves of his 
16-bit big brother and is ani¬ 
mated pretty well for a micro¬ 
scopic sprite. All the levels have 
been included too, although 
certain tweaks have been 
implemented to take account 
of the NES's inferior hardware 

- like in the Stampede level. 

The difficulty has also been 
eased and sections that were 
tooth-grindingly impossible on 
the Super NES are whizzed 
through with ease in this ver¬ 
sion. That is not to say that this 
game is not without its frustra¬ 
tions, and certain parts, like 
the waterfall section in Hakuna 
Matata are incredibly annoying 

- miss your log and it's ages 
until the next one comes along. 
Also some of the sprites are 
just a bit too small for their 
own good and blend too well 
in with the background. But all 
those problems are surmount¬ 
able and once you learn a 
level you can pretty much do it 
blindfolded. In conclusion, I am 
probably a bit too long in the 
tooth to be playing it and it is 
perhaps best left to the nip¬ 
pers. After all an NES is still a 
cool toy to them... 


Nintendo". 


GRAPHICS 


A Some of the animation 
is quite good... 


▼ ...When you can detect 
it on the minuscule sprites. 

Backgrounds vary from not very good to 
poor. 


SOUND 


A It's been so long since 1 
heard NES sound that 1 
can't honestly say whether 
these tunes are any good 
or not. They try to sound 
like the originals at least. 
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PLAYABILITY 


A Simba's a bit quirky to 
get to grips with at first, 
but you soon get the hang 
of him. 


INSTABILITY 


A II the levels are there in 
one form or another - even 
the stampede! 


▼ Ease of play ensures 
completion sooner rather than later. 


OVERALL 

Strangely enjoy- _ , 

able. A much bet¬ 
ter conversion of 
the Lion King 
licence than I 

could have hoped for, but one that 
is most definitely for younger kids. 
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S occer has always had its fair share of 
characters. Whether it's Charlie George 
(ask yer Dad) and his gambling tenden¬ 
cies,: Eric Cantona's Kung-Fu skiMs, orrPbui 
Irice offering everyone opt for a fight, fooly 
has always been besieged ’by'people as 
famous for their off-field adventures as their 

mm skips.: -.: - • £ •,;. ; $ ■. 

US Gold's Fever ‘ Pitch is hoping to mirhic sucih 
characters, as they basically mix Ocean's 
FIFA with the oddest assortment of soccer 
heroes this side of a Roy Of The Rovers 
com^ “However, rather than 'Billy's Boots' 
style’fieroism, US Gold have reflected the 
frcjits of today's sport, so as a result we have 
a bunch of cheating gets who will do any¬ 
thing to get the ball into the net. Of course. 


the likes of iergen Gdiverman are not based 
on anyone currently in the game. And Alan 
Sugar will have anyone who says that it is. 
Cpme to think of if,, we'lf jfdke you all on as 
well. Croon then.4. 


Fever Pitch boasts eight 'novel' 

characters, each of whom has 

a^special trick bt their dispos-. 

jak Tri torrhferof appearance, . v 

they are instantly recognis- 

pble'frjprti their ordinary 

team-mates in that they htfve ' | 

weird hair, larger build, or a 3 

bald spot, however, pressing the B ’ 

button is the main tester, as this 

brings their particular skill into play. 

Let's go to this touchline for a quick 
meet with the stars... 

BARRY BARGER: Fat round, he'll 

stomp you into the ground. Barger is 
the fittest sprite of them crlj and reties on 
his brute strength to win the day. On 
actiybtfng his special move, he'll 
stamp on anyone in his path and 
punch through even the toughest r 

defences. He's a crap \ shot, though. 


mm CONTAINER: f 

Incredible ball-bending 
skiffs are this guy's / \ ' ^ 

speciality. A good ail- V u \ 

rounder, he can score from seemingly 
impossible angles and bend a shot around 
defensive wails with ease. In fact, he could 
bend a ball around the Great 
Wall Of China. I reckon. 
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CART SPEC 

• BY: US GOLD 

• PRICE: £44.99 

• RELEASE: JUNE 

• GAME TYPE: SOCCER SIM 

• CART SIZE: 16 MEG 


GAME FEATURES 

• NO. OF PLAYERS: 1-2 

• HEAD TO HEAD: Yep 

• BATTERY BACKUP: No 

• CONTINUES: N/A 

• OPTIONS: Team select etc 


GAME INFO 

• GAME ORIGIN: FIFA- but 
with an assortment of 
characters! 

• GAME DIFFICULTY: Average 
m SCORE TO BEAT: Lead 
England to victory! 

• ALTERNATIVES: International 
Superstar Soccer 


GAME CONTROL 

• CONTROLLER: Joypad 

• RESPONSIVENESS: Coo-el 


Head 

Special move (star player) 

Slide tackle 

Kick/ shoot 

L: Back heel 
R: Cross 

Start: Pause 
Select: Nothing 


X 

O 

® 

S 


GAME CREDITS 

• DEVELOPED BY: Silicon Dreams 

• DISTRIBUTED BY: US GOLD 

• MADE IN: ENGLAND 

• ARTWORK: c 1994 US GOLD 




Fever Pitch has set itself some 
very tough goals - to be a 
knockabout, foul-frenzy and yet 
have enough moves and real¬ 
ism to satisfy the FIFA/ISS 
crowd. Thankfully, it manages 
this task quite well. Once you 
have mastered the controls and 
got used to the rather frantic 
pace, the game becomes a 
good laugh and really comes 
into its own in two-player. The 
special moves that some of the players have add a 
good deal of humour to the game too. However, 
after a protracted period of play I found myself 
wanting something a bit more substantial, some¬ 
thing where I could have more control over the 
strategy of the players. In short, I started having 
ISS withdrawals. I think the people who'd best 
appreciate Fever Pitch are the sort who bought 
NBA Jam but don't really like Basketball Does that 
make any sense? 


SAINT 


CED 






PETER STILTON: The obiig- 

atory goalie, but an excel¬ 
lent one. He can save shots 
most people couldn't 
X reach if they were 
n ipiipector Gadget 
l):\ (go go gadget > 
tk i gloves!), and is par- 

g ticularly useful if you 

concede a penalty. 


W BIKOMAZA: Emo's V 

) nickname is 'Ball-Blazer' 

/• and this is because nobody 
can kick a ball as hard as 
i\ him. When Emo gets his full 
f weight behind the ball K literally 
I ignites, and from close range are 
.. virtually impossible to save. 


PETER PARKER: ho, 

it isn't Spiderman's 
alter-ego, ft's the ulti¬ 
mate set-up merchant. 
Peter is the most accu¬ 
rate passer in the game 
and can set up goals 
from nothing. His long, 
looping passes always 
land in the perfect 
position for a volley 
or a diving header, 
making him a good 
companion to RigatonL 


I MARCO RIGATONI: The 

essential midfielder. Marco is 
the best man-marker in the 
( world and when the special but¬ 
ton is pressed, he sticks to his 
man like dog muck to the bottom 
of an Adidas trainer. He's rather 
1‘ good at diving headers, too, so 
V makes am effective addition to 
1L last-minute attacks. 


£ JERGEN 
t GDIVERMAN:jhe 

It oldest player, and 
JIV recognisable because 
f of his bald pate. One of 
the fastest players on 
the pitch, Jergen f s 
j dubious skill is that 
ijb^vhe dives when 

prompted. This has a 
25% chance of success 
in the penalty area, but 
over 50% outside the-box' — 
making him useful for 
gaining free kicks for 
Ernie to punt in. 


DICKY DISCORAMA: 

The Colombian entrant, 
and a master of ball 
control. Although he 
can barely kick the 
ball. Tricky weaves 
through defences ;/ 
with the most J 

incredible drib- • 

bling skills this fi 

side of a nursery \ 

school. He can run 1 

and jump with the ^ 

bal Vi and tackling 
him is nigh-on impos¬ 
sible. . 


00 ' 
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LONG-TERM INTEREST 


HOUR 


WEEK 


YEAR 


OOH, HE GOT A HEAD TO IT! 

Although the emphasis is most certainly on 
the humour. Fever Pitch also manages to 
cram in a selection of realistic moves. All <if; v 
the players can pass and shoot accurately, 

and the computer intelligence 
is such that, depending on 
IP the height and proximity of 

111 the ball to the nearest player, 

rja number of sliding tackles** 
volleys and glancing headers 

! n r t n n - are p° ssible ' toot; riming is 

I Li LI 11U - ~ crucial for some of the more 
visually impressive moves, 
though, but there's nothingr> 
-guite like seeing a turning 


voHey slam past Stilton's in# 
stretched h«wrlf: r 


BBBBBt 


,he cop 

r°.° 




GRAPHICS 

A The 'special' players 
are easy to spot, and the 
teams are well animated. 
Similarly, the action is fast 
and furious with more pace 
than a dozen Andy Coles. 
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SOUND 

A Crowd noises and the 
usual tonking effects. The 
music's fine, too. 

▼ A little puny and quiet 
during the matches. More oomph is 
required. 


PLAYABILITY 

A Stunningly simple to 
pick up, and getting the 
most of the special players 
adds a new element to the 
game. As does using fouls 
to your advantage! 


LASTABILITY 


A Plenty of teams and 
leagues on offer. 


87 


▼ Doesn't quite have the 
variety which makes ISS so special. 


OVERALL 


A promising debut 
for the US G MM MW 

youngster. 

Manages to mix M ^ 

humour with 

playability, creating a very smart 
kickaround. ISS still reigns supreme, 
though. 


BREAKDOWN 

STRATEGY 
ACTION 
CHALLENGE 
REFLEXES 
ORIGINALITY 


■ w The humour angle of Fever 

Pitch is a nice touch, but thank- 
EB® fully it is more than just a nov- 
elty. The barging, diving and 
« banana shots offered by the 
eight key players adds a strate- 
**** gic element to a game which 

already flows together very 
i- well, yet never gets in the way. 
Developers Silicon Dreams had 

CREAVSIE to create a game which 

was as fast to play as Sensi yet 
looked as good as FIFA and ISS. To their credit, 
they have got the controls just right, with dribbling 
passing and the said special moves a doddle to 
effect, and even novice players pulling off fancy 
turns and shots with ease. It's also very fast and I 
guarantee that once you've played Fever Pitch 
you'll never be able to go back to sluggish old 
FIFA again. That said, Fever Pitch doesn't have the 
longevity of Konami's ISS. Whilst it is great fun to 
play — especially in two-player mode — its range 
of moves are limited compared to ISS's heel flicks 
and little touches that take ages to master. For that 
reason, ISS still reigns supreme as far as I'm con¬ 
cerned, but the US Gold boys did good, and can 
be rightfully proud of their new lad. 
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MEGADRIVE SUPER NINTENDO GAME GEAR * GAME BOY 


V . ; . • < 


OFFICIAL PLAYERS GUIDE 


EXPO®®®* 


• siater cooes 

HIDDEN CHARACTERS 
COMPLETE CHEAT ME 


BFOn 

viiAJ nice WWIMr 


• EVERY KOMBAT KOMBO 

t 

DEVASTATING 

COUNTER-MOVES 


Mill f*r4wtl 


The definitive Mortal Kombat 2 players guide for the SNES, Megadrive, 

Game Gear and Gameboy. 


On sale now in a newsagent near you, only £4.99 
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CART SPEC 

• BY: BANPRESTO 

• PRICE: TBA 

• RELEASE: TBA 

• GAME TYPE: PINBALL SIM 

• CART SIZE: 8 MEG 


GAME FEATURES 

• NO. OF PLAYERS: 1 

• HEAD TO HEAD No 

• BATTERY BACKUP: No 

• CONTINUES: None 

• OPTIONS None 


GAME INFO 

• GAME ORIGIN: Banpresto's 
cast of characters ha we been 
given a new lease of life in the 
realm of a pinball sim. 

• GAME DIFFICULTY: Tricky 

• SCORE TO BEAT: 1,000,000 

• ALTERNATIVES: Pinball 
Fantasies, Pinball Dreams, Jaki 
Crush 


GAME CONTROL 

• CONTROLLER: Joypad 

• RESPONSIVENESS: Good 

X) FUP 




Flip and Plunger 


L: Nothing 
R: Nothing 

Start: Pause 
Select: Nothing 


GAME CREDITS 

• DEVELOPED BY: BANPRESTO 

• DISTRIBUTED BY: BANPRESTO 

• MADE IN: JAPAN 

• ARTWORK: c BANPRESTO 1995 


R eports are just coming in of a freak 
accident in the Banpresto district 
of Tokyo City. Eye witness 
accounts confirm the sighting of a 
giant explosion that engulfed the 
headquarters of the world famous 
Banpresto toy factory and the 
neighbouring pinball development 
centre. According to sources close 
to the senior management of the 
toy giants, several key members 
of staff - including Ultra Man, The 
Masked Rider, Dragon Knight, 
and SD Gundam - are missing, 
presumed casualties of the blast. 

What's this? News just in. We've 
received a ransom 
note from the 
rival toy 
company 
Depresto. Evil 
boss, Tyranno, 
has confirmed 
the miniaturi¬ 
sation of all 
four Banpresto 
employees, 
after which they 
were incarcerat¬ 
ed in separate 
pinball tables 
packed with 
deadly foes! 

Only one person 
can save them 
from eternal 
bumper anguish. 

Is it you...? 


ULTRA MAN 

The rubber-suited wonder 
pops up to make a guest 
appearance on his own 
cityscape style table. 

You are the last 
line of defence 
against the 
assortment of 
beasts who are 
trashing the city. 
However Ultra Man 
can be called upon 
to put his beamings 
to good use. 


Here is a 
game no 
Bandai 
fanatic 
should go 
without. Just 
as Kirby's 
Pinball 
showcases 
the 

pinksteer's 
talents, this 
series of tables is a perfect 
opportunity for players to get in 
touch with a group of Bandai's 
most respected heroes. There 
are so many tricks to learn with 
a galactic number of inventive 
special effects to enjoy. It's 
great! 


PAUL 


SD GUNDAM 


^ IT oS- B 




MENT 


Asteroids a go-go in the 
realms of deep space with 
Super Deformer Gundam 
and his interplane¬ 
tary battle with the 
space foes. 

Catch a lift 
with a shuttle to 
one of the higher 
tables and face 
the wrath of the 
mighty space 
station and its 
star destroyer 
fleet. 


CES 



























Head under the sea for aquatic / 
high jinks with Dragon Knight ^ 
versus the might of rogue J 
submarines and the giant 
fish boss. Beware of the 
octopus and his ink squirting fog 
tomfoolery. 


Our bug-eyed hero has 
got more than leaves 
on the track to con- 
tend with when it 
comes to w 


clearing the 
countryside rail network. 
Reach the top screen, 
crush the medallion, and 
face the anger of the Fire 
Totem Pole. 


Fantasies 
and other 

p . inba " 

5«kVH-» s,ms on 

the Super 
NES, to its 
great sut- 
cess Battle 

PAUL B Pinball is 

more of a 
pinball themed game than 
a sim. For starters. Battle 
Pinball doesn't scroll up and 
down the table, but switches 
from screen to screen. At 
first this is a bit confusing, 
but ultimately makes for a 
far better game. The four 
themed tables are well laid 
out, and present plenty of 
variation and challenge - 
not to mention a fair few 
surprises! Not quite in the 
Jaki Crush league of pinball 
sims, but definitely the best 
attempt at a crossover 
between traditional console 
gaming and a sim. 


STRATEGY 


ACTION 


CHALLENGE 


REFLEXES 


ORIGINALITY 


LONG-TERM INTEREST 


HOUR 


WEEK 


MONTH 


YEAR 


GRAPHICS 


▲Nicely designed tables 
and good ball movement. 


T The chopping and 
changing between screens 
is confusing at first. 


Reach for the top of the table 
and you could be face to face 
with one of the four boss char¬ 
acters. Access to these mischief 
makers is via the the topmost 
screen of the table, and usually 
involves some kind of trigger 
mechanism 


LASTABIUTY 


Defeating them is a 
whole different kettle of fish, but 
involves flipping the ball at other, 
more vulnerable targets before 
attacking the main boss. 


▲Very addictive play and 
sufficient variation for the 
'One more go' factor. 


In the wonderful world of con¬ 
sole pinballing, variety is the 
spice of life. Fortunately the 
boys at Banpresto have realised 
this and have given each of the 
four main characters a themed 
table of their own. 


OVERALL 


A top notch com¬ 
bination of well- 
known characters 
and pinballing 
fun. Well worth a 
look at. 


SOUND 

1 

▲ Adequate tunes and 
bouncing-boinging FX. 

81 


1 


f PLAYABILITY 

▲ The lack of scrolling has 
provided for more play 
within the screens, excel¬ 
lent responsiveness from 
the flippers. 

L_ 


_ J 
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the jirehysterical envirajimeaf: 
Over a dozen prehistoric erpem: 
attack in. 15 levels -dtjnlay. 


a unique 

iHS 


ocean soprwARk gp * z castCe street* 


!2 6633 -FAX: Oil 


The screen shots are taken 
from Super Nintendo and 
Megadrive versions. 

1994 Universal City Studios, Inc. and Amblin 
Entertainment, Inc. All rights reserved. 

The Flintstones™ and The Flintstones characters 
are trademarks and copyrights of 
Hanna-Barbera Productions, Inc. 
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In 1981 Nintendo set out to accomplish something 
that had never and couldn’t ever happen again - no 
matter how hard anyone tried. They grabbed the 
newfound video-game industry by the braces and 
catapulted it into the stratosphere! 

Following the success of his Laser Clay shooting range and 
Wild Gunman attraction President Hiroshi Yamauchi decided 
it was time to make more of Nintendo's success in the 
arcades. His team of engineers did well to produce a group 
of little-known coin-ops, with 
names like "Hellfire", and 
"Sheriff" which did okay. 

However not even a Flight 
Simulator system developed 
especially for coin-ops such as 
"Sky Skipper" proved enough 
to satisfy Japan, let alone 
challenge the insatiable appetite for success inside Mr 
Yamauchi. Evidently he had greater things planned for 
Nintendo, though his high values prevented him from mak¬ 
ing a move until his daughter Yoko married a respectable, 
well educated young man named Minoru Arakawa. Mr 
Yamauchi eventually came to like Minoru so much he elected 
him to front Nintendo's brave venture into foreign territory. 



Before the opportunity for this brave move became available, how¬ 
ever, Nintendo Company Limited needed an ambassador to pre¬ 
pare the way. It's remarkable that the character who made every¬ 
thing possible couldn't speak a word and was, at the time, consid¬ 
ered quite a nasty piece of work... 


POtrittY KOHCr 
£ HX KTEffDO OF AMERICA 



ITCI-82 

Prior to the arrival of Mr Arakawa and his family, all Nintendo coin¬ 
ops sold throughout America were handled by two men - Al Stone 
and Ron Judy. The fact they weren't doing too well was no fault of 
theirs, so Mr Arakawa made Stone and Judy his first employees 
when he landed in New York. The first coin-op they marketed as 
the new company was Radarscope. It did okay but nothing like the 
success of Pac Man and Space Invaders, besides which the 

machines took so long in getting from Japan to 
America they became old news almost as soon 
as the power was switched on. 

Of course Mr Yamauchi had to do some¬ 
thing, so he gave an ambitious employee 
named Shigeru Miyamoto the chance to 
produce a successful arcade game. 
Though still an apprentice at the com¬ 
pany, Shigeru had hoped to become 
a designer or promoter of toys or 
unique goods" after studying at 
Kanazawa Art and Craft University. 
This was his big chance! Though 
Pac-Man is Mr Miyamoto's 
favourite video game character of 
all time, this didn't deter him 
from ignoring Namco's greedy 
yellow funster in favour of some¬ 
thing completely different. 




By the time this new game was ready, the fledgling Nintendo 
of America had moved to Seattle where Mr Arakawa - or Mr A 
as he soon became known - and some new recruits waited 
for the fruits of Mr Yamauchi's exciting new project. When it 
arrived nobody could believe their eyes! Not only did the 
game contradict everything that was popular in the arcades 
at the time, it had the most ludicrous name - Donkey Kong! 
According to David Sheff's book 'Game Over', the only 
member of the team to take an immediate shine to the 
game, who also happened to be the company's most 
enthusiastic games player, was future Product Analysis 
Manager Howard Phillips. Perhaps the only other good 
thing to come out of this tense meeting was a name for 
the game's central character who has remained largely 
unchanged till the present day - Super Mario! It wasn't 
long before Howard Phillips' uncanny knack for recog 
nising great games became evident, as the machine 
placed on trial in a local bar called the Spot Tavern 
began making huge profits after just one week. It 
was a foregone conclusion: Mr A ordered 2000 
machines and every last one of them sold - and still 
amusement arcade owners wanted more! 


(NMS) 80 


(LEFT) Donkey Kong Jr. (ABOVE) Donkey Kong 3. 
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Nintendo 


★ PESTS 
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6 /cuniCREtPtR i 
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* UN0€R flips pests over 

* M,t fgqffl to flip pests on all floors. 


¥5 ( I ! Thenf<ICK P es ts when they’re upside down. 

US ?cnfmT 0 i?t 0 h f p,pe ea , ch time y° u KICK one pest off 
★COLLECT alt the coins for a perfect score. 


★ WATCH for menacing fireballs 

★ BEWARE of the slippery floor. 


Lessons learned from the consumer division of Nintendo high¬ 
lighted the benefit of producing two-player games. In the arcade 
sequels to Donkey Kong did well alongside original titles such as 
Popeye and Punch-out, but Nintendo had to push arcade technol¬ 
ogy further if they were to maintain their great reputation. So the 
VS System was born, of which upright and sit-down versions were 
available. It seems so simple now, but the prospect of challenging 
friends, or the machine especially, in 1984 was an amazing one - 
even if they were only sports games like Tennis and baseball. Just 
think, if it weren't for Nintendo's Vs System there may never have 
been a Street Fighter series or Killer Instinct! 


(ABOVE) Ron Judy is the 
relieved-looking fellow in the red tie. 
(BELOW) Game & Watch benefited 
from Vs too. 
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is entertainment!' 


While the excitement over Donkey Kong supported 
Nintendo of America, Hiroshi Yamauchi had his engi¬ 
neering teams in Japan work on something potentially 
more wide-reaching still. With the experience of coin- 
operated technology, and an almost prophetic under¬ 
standing of his market, Hiroshi Yamauchi saw an 
opportunity to bring arcade excitement to the home. 

At the time Atari were doing very well out of their 
2600 system in the States, which President Yamauchi 
evidently regarded with little respect because in 1983, 
despite having the option to license 

H Atari's machine for Japan, Nintendo 
Company Limited released a 
machine superior in every way. 
Christened the 'Family Computer', 
which is abbreviated to 'Famicom', 
the new hardware enabled con- 

to play arcade-quality 


FAMILY COMPUTER DIOR 
DRIVE SYSTEM 

mb 

Around 4 million of these exclusive Japanese sys¬ 
tems were sold before NCL considered it unprof¬ 
itable. The idea was to produce bigger games for 
a much cheaper price than cartridge, allowing 
customers to replace old games for a fraction of 
the cost using Disk Writers placed in toy shops 
and department stores. Exclusive titles such as the 
infamous 'Super Mario Bros 2: For Super Players 
Only' ('Lost Levels' in the West) were intended to 
entice more people over, but it just didn't happen. 
Great idea - poor support. 


sumers 

games for under 14,000 yen 
Ej|/ when competitors' inferior 
■V machines were still selling for ■ 

S3 around 40,000 yen. How did Nintendo 
;• *1 do it? Well, just as Nintendo of America 
are working alongside Silicon Graphics 
t But/ with Ultra 64 - President Yamauchi M 

J signed a contract with leading 

| semi-conductor manufacturer, Ricoh, 

-guaranteeing them millions of sales. 

* gtaht button Simple, eh. 

^ jurf Famicom sold better than even Hiroshi 

Yamauchi could have expected. Millions 
® Q Qj filtered into homes throughout Japan 
/ * 3* J and this brought a demand for more 

/ 41 ** • & games. Key people such as Shigeru 

fell ** ^ Miyamoto and Gunpei Yokoi headed 

Research and Development (R&D) + 

"^ teams to produce these 

games, but always it was < 

Yamauchi San who had the final say as to which * 

were superb enough for release. ^ 

Initial games such as Lode Runner from Hudson Soft, 
and a bizarre Space Invaders clone called Alien were 
superseded by games that benefited from specialist chips; 
among them Zelda, Metroid and Kid Icarus. Each new game 
expanded the Famicom's horizons with increased memory size and 
battery back-up allowing for more complex scenarios. From now on 
Nintendo would always be viewed as the number-one manufactur¬ 
er of video games in Japan, a situation that has remained 
unchanged until the present day. 


_ 


SUPER MARIO Ilf THE USA 

ITS5 


When the time came to launch the Famicom in W 

America, nobody was interested. Atari had messed V 
things up so badly that retailers weren't H 
interested in committing themselves to 
rf ^ ) anything associated with home video Wi 

[ I games ever again! M 

Of course the hearts and minds of the i 

i v American public couldn't resist the ’ 

V ''i Famicom forever, especially since the 

ST launch game was Super Mario Bros. Once 

players saw what the machine 
p. could do, and experienced the 
A ) amazing gameplay - which 

H has remained classic to this 

day - they didn't need further 
/1 l convincing. Shops couldn't 

W”v * j | meet demand for the new system. 


To discourage any association with Atari, Nintendo 
of America redesigned the Famicom on the out- 
side and renamed it the 'Nintendo Entertainment 
System'. It was never to be regarded as a console, 
so it became known as a Control Deck with cartridges 
referred to as Game Paks. To avoid being seen as a sim¬ 
ple toy manufacturer, Nintendo exhibited their machine 
as a piece of consumer electronics hardware. These 
early promotion shots, issued before the system was 
even released, show how the NES was intended to look 
and the kind of market it hoped to reach. Different, eh! 


(ABOVE) 

Howard Phillips; the 
man whose enthusiasm 
NOA trusted to evaluate 
many of their games. 
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An American invention, this time proving 
Nintendo care more than most companies 
about their customers. After receiving a 
letter from a devoted Nintendo player, 
who had been paralysed from the ^ 

neck down by a tragic 
accident, American R&D 
J devised this Hands Free 
/j controller to help others 

disabled in similar A 1 

W ^ V ways to enjoy video Ai 
■ r j\ games. 
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(TEXT MOlfTH Ilf PART THREE 

Game Boy entices game adults with Tetris. An all-new Super Family Computer saves 
the video-game world and an incredible announcement is made... 


(LEFT) Nintendo Fun Club News was a subscrip¬ 
tion-only newsletter introduced by Howard 
Phillips. It was phased out with the launch of 
Nintendo Power in 1988. 

(RIGHT) Early US Nintendo ads! 

TOP - Mike Tyson's Punch Out. 

MIDDLE - The Adventures of Link. 

BOTTOM - ROB (Robotic Operating Buddy). 
Gunpei Yokoi's device that came packaged 
with the NES at launch. ROB acted as the 
player's assistant in games , such as this one 
where spinning tops he placed on his tray 
shifted the obstacles on screen. 


(ABOVE) Howard C Lincoln, 
Senior Vice President of 
NOA wearing a smug grin. 


(RIGHT) Big smiles for 
Gail Tilden and Minoru 
"Mr A" Arakawa too. 
Gail is Editor in Chief to 
Nintendo Power. Mr 
Arakawa is President 
over Nintendo of 
America! No wonder 
they're so happy. 


Sorry we don't have any pictures of this, but it's worth a mention 
to highlight another of Hiroshi Yamauchi's dreams. The Family 
Computer Communications Network System connected millions 
of Japanese Famicom owners by MODEM and, if it had proved 
more successful, would have established the largest computer 
network in Japan - maybe even the world. Just to prove that it 
could work, NCL organised a Network Golf Tournament which 
did take place. Sadly the overall concept was just to far ahead of 
its time. 


-Q SUPER MARIO ITS 
MICKEY MOUSE 

c ^7 m 

With one quarter of America owning an 
NES in 1989, it is no surprise to learn that a sur¬ 
vey conducted at this time revealed 
that more American children 
recognised Super Mario 
images than those of Mickey 
Mouse. Somehow 
us Brits 
weren't quite 
ready for all 
of this, not 
at this time 
anyway. Later 
however... 
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- MOTHERS READY 

T 0 KICK CHEEKS! 


KNOCK ME DOWN IF I’M TELLING PORKIES BUT WE’VE GOT PICTURES OF THE NEW 
STREET FIGHTER GAME! NOT ONLY THAT, BUT PLENTY OF HOT INFO ON THE NEWEST 
ARCADE THUMP-FESTS FOR YOUR DELECTATION! WOWZERS! 


£ with the all-new Chain Combo. Select 
this mode and you will be able to 
f unleash devastating combinations without 
having to perform all of the moves. In addi¬ 
tion to this you can now store as many Super 
Special Moves as you want, then use them all 
at once! Imagine several of Demitri's mega 
Cod-Smasher fireballs coming at you one 
after another! 

There's so much more to this game than 
the features we've highlighted, so 
NMS strongly advise camping at your 
local arcade and shouting "We want 
NIGHT WARRIORS" until it's released! 




JOIN THE HUNT THIS TIME! 

NMS are big fans of Capcom's recent 
monster mauler DARKSTALKERS even 
though it hasn't received quite the same 
attention as Street Fighter. The new 
sequel NIGHT WARRIORS should 
change all of that when it slams 
into your local arcade some¬ 
time this April. Utilising 
Capcom's state-of-the-art 
graphics, fab Q Sound 
and packing a whop¬ 
ping great 322 Meg 
into one CPS board 
you can expect the 
usual top fight 
shenanigans with plenty 
of new characters and 
game features! 

Scrapping alongside the 
original 10 night fighters 
are the two boss characters 
Pyron and Huitzil and two brand 
new characters; giving you a choice of 
14 warriors with which to do battle. The 
first new addition is Donovan Baine, a 
cool vampire hunter who travels the 
world eliminating the forces of darkness. 

Using magic powers Donovan is 
able to summon spirits to smite 
his Un-deadly foes as well as 
packing a truly massive scimitar 
to cut them up afterwards! A 
Chinese ghost, Hsien-Ko is the 
second new player and has 
entered the battle to save her 
people from the Darkstalkers 
that plague her village. Hsien- 
Ko wears a robe with enormous 
sleeves which just happen to 
conceal hundreds of different 
flesh-rending weapons. These include razor- 
sharp claws, spiked balls, chain-saws and a 
huge scythe that swings from the ceiling! Yikes! 

The NIGHT WARRIORS incorporates standard 
fight features like combos and the Auto Guard 
option (first used in Capcom's X-MEN coin-op) 
but adds yet another mode for beginner players 
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NOT ANOTHER ONE! 

You know that combat game with loads 
of sequels? The one with lots of fighting 
in the streets in a super championship 
turbo thingy or something. Well 
there's another one on the way. 
Aaaarrrrgghhh! NMS have kindly 
added the scream for all of our 
readers who have gone mental 
at the prospect of yet more 
Street Fighting frolics, courtesy of 
those top coin-op coders — 

Capcom. Details of STREET FIGHTER 
ZERO are scarce at the moment but the 
early pictures released show Ken, Ryu 
and Chun Li along with several new 
characters taken from the very first 
Street Fighter game! The graphics and 
animation look similar to X-men and 
Night Warriors with larger sprites and 
backgrounds which contain more detail 
and movement than ever before! 

Another addition is the meter at the bot¬ 
tom of the screen which, once full, 
increases the characters power level. 

What happens then is anybody's guess! 
Capcom have yet to confirm a Japanese 
release so it will be a while before it hits 
these shores. Keep turning to Gaz Gossip 
over the next few months for more infor¬ 
mation. That's if I decide to tell you mind. 


■pspn 


THREE TIMES THE FURY! 

Can SNK top the sheer skill of King of 
Fighters '94? Well they hope to later 
this month when the Bogard 
brothers return for the third 
installment of the Fatal Fury 
saga. Behind it's full title of 
'Fatal Fury 3: The Road 
to the Final Victory' lurks 
more incredible combat 
tomfoolery with Terry, 

Andy and Joe returning 
to smash the faces of foes 
old and new. Most of the usual 
Fatal Fury cast, like Big Bear 
and Yubei, have been replaced with 
some new fighters — including a dun¬ 
garee-clad boxer called Franco Bash; 
a smooth-talking judo queen named 
Blue Mary; Sokaru the mighty mystic 
and nunchuka-wielding Hon Fu. With 
the exception of the three main dudes 
the only characters to 
survive from the pre¬ 
vious games are 
Geese Howard and 
Mai Shiranu. NMS 
have no details as to 
who the boss charac¬ 
ters are, so maybe the 
villainous Wolfgang is 
lurking at the end of 
the game? 

What's new besides the 
additional characters, we 
here you cry? Firstly SNK 
have expanded on the 
feature of leaping into 
the background to avoid 
attacks. You can now leap 
into the foreground giving the player three separate planes in which to attack your 
opponent! In addition to this you can now attack an opponent on a different plane 
without having to move onto it — as was the case in previous Fatal Fury games. Just 
how complicated this makes a fight we don't yet know but in theory it should make 
Fatal Fury 3 the most involving 'pseudo 3-D' fighting game around. The second 
sequel secret is the new grappling ability, allowing characters to throw their oppo¬ 
nents to the floor and pin them for even more damage! This attack can daze your 
opponent setting them up for a special attack or two! These and any other new fea¬ 
tures will become apparent when we thoroughly test the first Fatal Fury 3 cartridge to 
arrive in the arcades later this month! 

HEARD IT ON THE X! 

Few things in life are guaran¬ 
teed but we can always rely on: 1. 

Capcom to make the smartest 
head-to-head fighting coin-ops, 
and 2.NMS to reveal the smartest 
cheats hidden in them! One such 
cheat for X-Men is common knowl¬ 
edge among the hard-core coin¬ 
op crews residing in London's 
arcades, but, for those players lag¬ 
ging behind, allow us to reveal all: 

On the character select screen for 
one player you need to move the 
cursor over the Spiral character 
and leave it there for one second. 


Now move the cursor in the following sequence; Silver Samurai-Psylocke-Colossus- 
Iceman-Colossus-Cyclops-Wolverine-Omega Red and finally leave the cursor on 
Silver Samurai. Next press light kick, fierce kick and fierce punch together to activate 
the cheat. What cheat you all cry? To play as Akuma from Street Fighter of course! 

Yes, it's true. Akuma hides among the mutants and has all his usual SF moves along 
with some new attacks. 

The cheat to play as Akuma on the two-player side is different and is as follows. 
Firstly leave the cursor over the Storm character for one second then move over the 
remaining X-men in the following order: Cyclops-Colossus-lceman-Sentinel-Omega 
Red-Wolverine-Psylocke-Silver Samurai and finish on Spiral. Press the same three 
buttons and wahay! Much Akuma aggro is now yours to control so get to it boy. 

Many cheers go out to the main man Peter for showing us the way on this one. 
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It's about this time each year that a horrific ritual takes place. A ritual 
steeped in tradition that harks back centuries. But a ritual terri¬ 
bly out of step with the needs of a civilised society. I'm refer¬ 
ring to the annual NMS Reader Cull. Sadly, as you are 
reading this, hordes of Seals, spiked baseball clubs in 
their sweaty flippers, are boarding small fishing ves¬ 
sels and heading for the reader breeding grounds, 
the taste of blood on their be-whiskered lips. Of 
course I should use these pages to condemn 
such barbaric activities, but what the heck! The 
world won't miss a few readers, and they 
deplete our fish stocks too. Besides all that, 
they tatse so good (with fava beans and a 
nice little chianti). If you're lucky and my fel¬ 
low Seals pass you by, why not write in 
telling me of your, no doubt, horrific experi¬ 
ences to. I WAS SUCKERED BY THE SEAL 
SQUADS AND SURVIVED, MAILBAG, NMS 
Priory Court, 30-32 Farringdon Lane, London 
EC1R3AU 


< 
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Mailbag 


OCEAN LETTER OF THE MONTH! 

DEAR SEALLY WEALLY 

I am mad! Mad, you hear! Very mad indeed! But not in the wibble-gonk-pip- 
ple-dee-dot way. I am angry! Why? Because of a stupid thing Nintendo have 
done. And i mean reeeally stupid! I am talking king-thick-of-braindead-land-edl 
stupid! I'm talking don't-bring-out-the-Ultra 64-in-Europe-til-l 996-while-it- 
comes-out-in-Japan-and-the-states-in-september-ly stupid! I mean what the he< 
do Nintendo think they're playing at? Why not have a worldwide release date? 
Maybe because Nintendo reckon the Ultra 6 won't sell very well over here. Well 
that's the monkey's reproductive organs, I'm afraid. Anyone whose played or 
even seen Killer Instinct or Cruis n' USA in the arcades will definitely want an 
Ultra 64 - especially since the games are going to (allegedly) be better than thei 
arcade counterparts. Another problem that is bound to raise its head with th< 
release of the Ultra 64 is cost. Being a bit of a video gaming maniac I would 
ly pay up to £250 for the machine, although any more would be pushing it, even 
for the richest of rich people. 

There we are. I've said my piece and I'm still very annoyed at Nintendo as are 
many others, I'd imagine. Although by the time this is printed 
Nintendo may have changed their minds. 

Rob Jenkins, Barry 



glad- 


\ 


SEAL;There are in excess of a million Super NES owners in the UK 
and, game-wise, there's never been a better time to own the 
machine. There is a solid library of high-quality titles currently 
available and loads more in the pipeline (Starwing 2, Diddy's 
Adventures, Comanche etc...). With that in mind it's pretty easy to 
see why Nintendo are keen not to spoil this lucrative market by 
releasing the Ultra 64 too early. At least by the time it arrives on 
our shores the machine will have a reasonable range of titles 
ready. There are more potential flies in the ointment too. How are 
Nintendo going to convince anyone to buy the Virtual Boy, also due 
for release next spring, when they can have an Ultra 64 for only a 
few quid more? Tricky! I can't comment on the price. All I have to go 
on is Nintendo's commitment to sell it for around $250. All that said 
and, as you so rightly point out, Nintendo are wont to change their 
strategies (anyone remember Super NES's early arrival?) and they 
may decide to go for a worldwide release after all. Phew! I think that 
deserves letter of the month. 




THIS KIRBY KRAZ I NESS 
KAN NOT KONTINUE 

DEAR SEAL 

I am the great Kirby King. News has come to me 
of a man that works for you called Paul Davies. I 
have heard that he praises my son Prince Kirby, 
back in issue 21 a certain David Barr wrote in 
about how much he disliked Kirby, but Paul 
replied "Lissen right, if you've got anything 
against Kirby you can just shurrup cos he's bril¬ 
liant. Heee iissss right. 
And I'll have anyone who 
says he's not." 

I have since dealt with 
David Barr, he is now 
chained up in my dun¬ 
geons being forced to 
watch endless episodes 
of Power Rangers. This 
will happen to anyone 
who dislikes any part 
of my family. You have 
been warned. All that 
I ask is that Paul 
Davies marries my 
daughter, Princess 
Kirbweena, and 
comes to live with 
my family in 
Kirbyland where he 
will be treated with 
respect. Do not in 
your reply make 
any cocky remarks. 
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feel let-down by Nintendo, 
because there are people who 
are addicted to these games 
and they will turn to the 
Megadrive because there are 
people who can't afford the 
new machine. And this will 
result in Sega taking over the 
market - an unpleaseant 
thought - and the Super NES 
will be ditched! 

Gareth Keane, Dublin 

SEAL:Well thanks for that. 
Mister No-logic. It's true that 
the Ultra will eventually take 
over from the Super NES, just 
as the Super NES took over 
from the NES. But aren't you 


There’s stuff you ought to know about 
Ocean, only we’re not even supposed to 
know what it is yet so we can’t tell you. 
What we can say is that Ocean are becom¬ 
ing pretty useful on the Nintendo side of 
things of late, with excellent games like 
Addams Family Values and Theme Park 
among many great games you can win 
through this section of the mag every 
month. All you need to do is send your 
best writings or renderings to Seal, and let 
him be the judge! Good luck! 


For, if you do, I will burst into your offices and 
tear you flipper from flipper. Thankyou for your 
cooperation. 

King Kirby, East Sussex 


SEAL: Read between the lines in this letter, 
comrades. Does King Kirby not admit, by his 
own pen, that all those who dare oppose the 
harsh Kirby regime will be "disappeared"? 
Has he not directly threatened me if I dare to 
speak freely in this column? We must stand 
together, fellow NMS readers. Stand firm 
against the monstrous Kirby "junta". Take 
arms and overthrow their pink dictatorship 
once and for all. Are you with me brothers 
and sisters? Paul! Where d'you think you're 
off to?.. 


TEA-TOWEL HOLDER NOSE 

DEAR SEAL 

Please, please, grovel, slurp, down on 
all fours, publish this let¬ 
ter and put an end to 
this family war. It all 
started when we were 
playing a game of Super 
Tennis and read the on¬ 
screen display. My stupid 
brother, who wants me to 
say he's 1 8, thinks that the 
loser says "Rats", but I per¬ 
sonally think that he/she 
says "Pete's" as in "Pete's 
sake". Please put my broth¬ 
er right and slag him off in 
front of all the NMS readers. 

Chuckie Ogilby, Strabone 


SEAL:l'm happy to report 
that it is you who is stupid - 
the loser of the match defi¬ 
nitely and beyond all doubt 
says "Rats". I mean, there's 
not even enough letters to 
spell "Petes". That aside, why on earth 
would he or she say "pete's" anyway? You 
really must try and get out a bit more. 


ANTIQUES NO-SHOW 

DEAR SEAL 

Scooz me Mr Seally-type thing, but I picked up 
this mag for the first time recently thinking "Ooh, 
this looks pretty darn readable, I think this will 
be a good read!" As a devoted Nintendo fan, 
owning a NES and a Game Boy I was hoping for 
loads of tips, cheats and reviews. This I got, but 
unfortunately it was all for the Super NES. It was 
Super NES this, Super NES that, Super NES and 
more Super NES. There was so much Super NES 
it was coming out of my ears, nostrils and back¬ 
side. I have a teensy, weensy bit of news for you 
- the NES may be old and crinkly but loads of 
people still own them. In fact, of all the people I 
know with consoles loads have NES's while only 
two have Super NES's. So please can you print 
some more stuff for the Super NES and Game 
Boy? 

A Chickstrel, apparently 


SEAL:Sigh. We get a few - not many - but a 
few letters like this every issue. The sad truth 
is that the NES IS DEAD! Well almost. Virgin, 
it seems, haven't quite figured this one out 
yet and have converted the Lion King for it - 
as seen in this very issue. Happy? As for tips, 
cheats and such, we'll print 'em if people 
send 'em in. But they don't and, because, 
apart from Lion King, no NES games have 
been made for the past year so any that we 


do get are antiques 
anyway. Game Boy- 
wise, we review all the 
good, new titles and will 
happily print any good 
tips we receive. But even 
they're a bit thin on the 
ground. Ah well, out with 
the old etc... 


NOWT UPSTAIRS 

DEAR SEAL 

Sadly I fear that the Ultra 64 
spells "THE END" for the 
Super NES. Take two games - 
The Mario series and Mortal 
Kombat. These games have 
their counterparts on Sega's 
Megadrive. MK1 and 2 have 

been on it and 
Mario's varia¬ 
tion is Sonic. 
Now, in NMS 
29 you said 
that the next 
Mario and 
MK2 games 
are being 
planned for 
the Ultra 64. 
That means 
that lovers 
of Mario 
and Mortal 
Kombat will 


BEASTIE CHILD 

DEAR SEAL 

I have wrote this rap, please publish it. 

Yo NMS are the best 

so lets forget about all the rest. 

NMS know what to do, 

especially when it comes down to a review. 

If you don't read NMS go take a hike, 
otherwise you'll be in for a fight. 

NMS know what to do, 
especially if you think they're cool. 

Yo NMS are the best, 

so come on everybody, read NMS! 
Robert Clark, Chainhurst 


SEAL:Aaarrrggghhh! I don't 
know whether to laugh or cry! 

But, I must admit that I am start¬ 
ing to enjoy all these tragic raps 
and songs I've been getting late¬ 
ly. You know. I'll be walking 
down the road and, bang, all of 
a sudden one of 'em pops into my 
head and stays there all day. It's 
okay though, the treatment's 
starting to work, and I find the 
group therapy very helpful. My 
hovercraft's full of eels, you know. 
Hello Mrs. Fieldmouse. Yoop. 


forgetting one 
small thing? 

The Sega 
Saturn is due 
to launch 
before the 
Ultra 64 and 
take over 
from the 
Megadrive - 
and is set to 
cost more 
than the 
Ultra too! So 


everyone 
will buy 
Ultra 64 
'cos it's 
cheaper and 

Nintendo will take over the 
world and Mario will kill Sonic and marry 
Princess Daisy and... Doh! You've got me 
going now. 
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Isn't it peculiar that, in the run up to the E3 show, where 
both the Ultra 64 And Virtual Boy are expected to be 
unveiled, we've been getting reams of questions regarding 
the good old Ultra but hardly any enquiring as to the gener¬ 
al health of the poor VBI Relatively few of you, it seems are 
concerned about its use of 32 bit RISC technology, digital 
sound stereo and groundbreaking 32-plane three-dimen¬ 


sional play field. Well, we like it and would just love to answer 
any questions you may have pertaining to it or any other mat¬ 
ters, providing we know the answers of course. So send your vii 
tual enquiries off to I MOST HUMBLY APOLOGISE FOR MY COM¬ 
PARATIVE IGNORANCE OF ALL MATTERS VIRTUAL BOY-RELATED 
I HOPE THESE QUESTIONS TEASE, PLEASE AND APPEASE, Q&A, 
NMS, Priory Court, 30-32 Farringdon Lane, London EC1R 3AU 


KIRBY KONCERNS 

O DEAR ANDY 

I would really like to 
thank your brilliant 
mag, those "kind 7 ' 
people at Ubisoft and last, but 
not least, Dixons, for the really 
great Street Racer offer, it came 
into good use when I bought a 
copy of the game. Now for the 
questions. 

1. Will there ever be another 
Mario game on the Super NES 
after the Ultra 64 version? 

2. Can you choose real soccer 
stars in International Superstar 
Soccer? eg. Dino Baggio for 
Italy? 

3. Will there ever be a Kirby 
game on the Super NES? 

4. Do you have to be good at 
games to work on a mag like 
yours? 

Jameel Am ini, Bradford 

O ANDY: 7. We're told 
there is a Wario 
game being planned 
for the Super NES 
but can confirm that a Mario 
game will be appearing for 
the Virtual Boy. Will they do? 

2. Sort of. Famous players 
like Baggio and Valderama 
are in the game but have 
different names for some 
reason. 3. Kirby's Dream 
Course and Kirby's 
Avalanche are a definite. 
Another Kirby game has 
been mentioned but nothing 
has been revealed. 4. Good 
grief, yes! 


SUPERSTAR SOCCER 
NON-STARTER 

DEAR ANDY 
I am a footy fan and, 
basically, I must own 
International Superstar 
Soccer. But I just have a few 
questions about it. Would you 
kindly answer them? Cool! 

1. It has a battery backup, Now, 
you can change the team's 
name, kit and the team player's 
names. If you save your game 
and go back to it another day, 
will the teams be your edited 
teams? 

2. When you're playing it shows 
the two team's flags. When you 
edit your particular team, will 
the flag change? 

3. Is ISS better than FIFA and 
FIFA '95. 

4. When I get the game and I 
am editing the teams to all 
Premiership sides, with proper 
names, will this be good fun? 
Geoffrey Burns (Sheffield 
Wednesday supporter), Wales 

O ANDY(Manchester 
United 

Supporter):Far be it 
from me to rain on 
your parade but ISS doesn't 
have a battery backup so 
that invalidates questions I, 

2 and 4. Uninterestingly 
enough > the Japanese ver¬ 
sion, Perfect 7 7, did. But then 
again it was all in Japanese, 
so won't have been much use 
to you. In answer to question 
3, ISS is by far the best Footy 
game available on the Super 
NES. It's not the most techni¬ 
cally adept and does have its 
quirks but it poohs greatly on 
all comers. Brilliant fun, so 
buy it today! 


MISTER NO-INTRO 
MAN 

DEAR ANDY 
M 1. What's the best 
three sports games? 

2. What's the best 
three film licences? 

3. I'm not very good at games 
and I've only ever completed 
DKC, Mario 2, Super Mario 
World and Aladdin. Can you tell 
me three very easy but good 
games to buy? 

4. Finally, will Ultra 64 be out 
for Christmas? Apart from Killer 
Instinct and Cruis n' USA, what 
will be the first games to 
appear in the shops? 

Steven Sloan , Airdrie 

ANDY:!. 

International 
Superstar Soccer, 
NBA Jam T.E., NFL 
Quarterback Club. 2. Alien 3, 
Super Star Wars, Batman 
Animated Series although 
that's more cartoon-based 
really. 3. Batman Animated 
Series, Pitfall, Super BC Kid 
and about a million others 
we couldn't remember. 4. 



Expect to see the ace flight 
sim Red Baron, Turok the 
Dinosaur Hunter, Goldeneye 
- currently being pro¬ 
grammed by Rare - plus a 
bunch of top-secret stuff in 
development by people like 
DMA, Silicon Graphics, Angel 


Studios, Software Creations 
and something ace from the 
genius mind of Shigeru 
Miyamoto. 

FUTURE NOW 

O DEAR ANDY 

Will you stray away 
from that game you 
are playing for just a 
mo' and answer my questions. 

1. How many secret characters 
are there in NBA Jam TE? 

2. Do you think I was wise to 
swap Turtles in Time for Pitfall? 

3. have you got any cheats for 
Syndicate? 

4. I have Syndicate, Street 
Racer, NBA Jam, MK1 and 2. 
SF2, Sunset Riders, Pitfall, 
Tournament Fighters, Axelay, 
Flashback, Another World and 
Sparkster. What games should I 
buy next? 

5. Could you tell me a bit about 
Sim City 2000 please? 

Elliot Hawkes, Hull 

ANDY:!. About 38 if 
I remember rightly. 

It was all in issue 30. 
2. I'd say you defi¬ 
nitely got the better part of 
the deal. 3. Nope, just the 
two-part play guide in the 



last two issues. 4. Great col¬ 
lection, but you're missing 
some real classics. What 
about Super Mario 
World/Allstars/Kart? You 






might also try Zelda or the 
Secret of Maria to up your 
RPG quota. Blackhawk is 
good if you like Flashback- 
type games. International 
Superstar Soccer is unmiss¬ 
able. Ooh, too many others 
besides - anything that 
scored over 90% basically. 5. 
It's like normal Sim City but 
much more detailed in prac¬ 
tically every way. And it's set 
in the future. And it's out in 
the States. And Japan. Soon. 
And that's all I know. 

SATURN SAP 

O DEAR ANDY 

I can't decide whether 
to buy a Saturn or an 
Ultra 64, so can you 
please answer my questions. 

1. Which machine will be more 
technically advanced? 

2. With the Saturn having the 
Power to produce Sega Arcade 
classics such as Daytona, Virtua 
Cop and Virtua Fighters 2. 

Won't the Ultra 64 be out¬ 
classed? 

3. Will the Ultra 64 play my 13 
Super NES games? 

4. How much will the Saturn 
cost? 

5. How much will the Ultra 64 
and CD add-on cost? 

6. How much will the games 
cost for each machine? 

7. Will I need to buy a SCART 
lead for either machine? 

Andrew Spiretos 

O ANDY: 1. Looks like 
it's going to be the 
Ultra 64, but then 
again I'm bound to 
say that aren't I. 2. Let's get 
one thing straight, the Saturn 
can only "sort of" reproduce 
classics like Daytona. The con¬ 
sole conversions have a dis¬ 


looks very unlikely with the 
quality developers that 
Nintendo have lined up. 3.1 
reckon not. 4. Apparently 
somewhere around £350+. 5. 
The Ultra is budgeted to cost 
under $250 and, because it's 
being made in the States and 
is not beholding to the 
Dollar/Yen exchange rate, 
should be able to ship to 
Europe at a reasonable price 
too. The CD add-on is still 
unconfirmed and, although 
they won't totally dismiss CD, 
Nintendo are still firmly 
behind silicon-based carts 
claiming that some of the 
Ultra routines are impossible 
to perform using CD. 6. Cost 
again is the issue here £50-60 
seems to be the maximum 
people will pay. The 
Monopolies and Mergers com¬ 
mission will no doubt have 
something to say about this. 

CUTE ‘EM UP 

DEAR ANDY 
Please answer my 
questions 'cos they've 
been bugging me for 

ages. 

1. I've heard something called 





tinctly raggedy feel to them. 
Games like Killer Instinct and 
Cruis n' USA do not exploit the 
full potential of the Ultra's 
hardware, so reproducing 
them will be no problem at all 
- Nintendo claim they'll all be 
better in fact. As far as being 
outclassed is concerned, it 


a Game and Watch being men¬ 
tioned in your mag a lot recent¬ 
ly. What is one of these? 

2. Could you advise me of any 
good, preferably cute, shooters 
for my Super NES? My collec¬ 
tion's entirely platformers and I 
want a change. 

3. What age group is meant by 



"younger" gamers? I am 10. 

4. What's the big deal about 
Kirby? Seal gets on my nerves 
about the windbag. 

5. Will there be any Mario or 
DK games on the Ultra 64? I'm 
a big fan of the little plumber. 
Hollie Bailey, Wrexham 

O ANDY.-1. A Game 

and Watch is a kind 
of ancient ancestor 
to the Game Boy. 

Get Game Boy Gallery to 
relive the low excitement. 2. 
Definitely try Super Parodius, 
then look for Pocky and 
Rocky 2, Pop n' Twinbee, 
100% Cotton and Flying Hero. 

3. To be on the safe side, 
let's say the term applies to 
those still in prams or as yet 
unborn only. 4. There's no 
big deal, Kirby's the 
coolimost and that's that. 5. I 
should sincerely hope so, but 
there are still a couple of 
titles in the pipeline for the 
Super NES - Diddy's 
Adventures (DKC 2) and an 
as-yet untitled adventure 
game starring Mario. Mario 
is set to make an appear¬ 
ance on the Virtual Boy too. 


racing game on the Super NES? 

4. What is your fastest lap time 
on Ghost Valley 1 on Mario Kart. 
Mine is OO'l4"25. 

5. What order would you rate 
these games. DKC, Starwing, 
Mario Kart, Street racer, Mario 
World? 

6. Can you complete Star Road? 
Daniel Whittle , Birkenhead 

O ANDY:1. It's a bit of 

self-advertisement for 
Vivid Image, the 
game's developers. 2. 
Doh! They say that because if 
you add up all the time taken 
by everybody involved in 
every aspect of the develop¬ 
ment of the game it'll come to 
22 years apparently. You're 
not really that daft, are you? 

3. There's only one currently 
and that's Street Racer, 
although Top Gear 3000 is on 
its way. 4. Don't ask me. I'm 
cack at Mario Kart. 5. Mario 
World, Mario Kart, DKC, 
Starwing and Street Racer. 6. 
Funnily enough, part of the 
interview procedure for work¬ 
ing on NMS involves doing 
the Star Road, one-handed 
and with a dirty joypad! 

KIRBICIDAL MANIAC 

DEAR ANDY 
Print this or the round, 
pink, blobby kid gets it. 

1. In issue 20 in Q and 
A there was a bloke with a 
Yankee Super NES. You said he 
needs a 60hz TV. Will this apply 
to the Ultra 64 as well? As I plan 
to get one. If yes, where would I 
get the TV from over here. 

2. Will there be the need to use 
convertors for Yankee and 
English games for the Ultra 64 
and Virtual Boy? 

3. Will we see any Super NES 
games on the machine? ie. NBA 
Jam, Bomberman, Kirby, ISS etc 
4. Why don't the big N make a 
VR body suit like in Lawnmower 
Man? Brill for doom! 

Andre Watkins 



ANTHEA TURNER 

O DEAR ANDY 

Please answer my 
questions and I'll give 
you a tip on the 
National Lottery. 

1. On Street Racer, I noticed a 
road sign next to Raphael 1. 
What is it? 

2. In the inside of NMS 30 
there is an advertisement for 
DKC. It says it's taken 22 man 
years. 22 man year! Did Rare 
really know how to get such 
excellent games and slap 'em 
on a screen, and, if so, why 
didn't the Super NES come out 
in the 70s? 

3. What is the best four-player 


O ANDY-.1. If it's like the 
Super NES/Famicom 
or whatever a simple 
SCART connector or a 
signal convertor should suf¬ 
fice. 2. Most probably yes, 
although if the VB is anything 
like the Game Boy you'll be 
able to stick carts of any 
nationality in there. 3. None 
of the above have been con¬ 
firmed, but I'd be really sur¬ 
prised if at least one of them 
didn't turn up at sometime. 4. 
Because they'd cost £264,045 
and you'd only end up trip¬ 
ping over the cat and suing 
Nintendo. 
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Anyone who has ever asked the question “who’d win in a fight 
between Superman and Batman?” is not only a bit sad, but is 
about to get their question answered, if they’re any good at 
games they might even influence the outcome too - but only if 
they are playing Acclaim’s forthcoming goodie - Justice League 
Task Force... 


With a name Like Task Force, you'd expect the game to be some kind of platformer 
or maybe a military strategy. So it comes as a surprise to find out it's actually a beat 
'em up. There is a reason for the task force in the title, though - the evil Darkseid, 
whoever he might be, has plans for world domination and is likely to succeed if the 
Justice League Task Force do not prevent him and his cohorts. And so the likes of 
Batman, Superman and Wonderwoman bandy together to give it their best shot. Now 
why they decided to settle this matter with bouts of fisticuffs and not thermonuclear 
weaponry is anyone's guess... 


(BELOW) 'It's a 
twister , Dorothy. 
Get Toto and 
run for life!' 


I WAIXIIXIA TELL YOU A STORY 

Like any beat 'em up these days, Justice League has several play 
modes to satisfy gamers who don't want merely a one-on-one beat 
'em up. So we have, for starters, the Story Mode - this is a one 
player affair with the lone gamer taking their pick of the six goody- 
goody superheroes and going it against the evil minions of 

Darkseid in a series of battles 
that allegedly follow some sort 
of storyline. Next up is the Battle 
mode, another single player 
mode but with the choice of all 
four characters. And lastly the 
Versus mode. This one'll no 
doubt get the heaviest use - it's 
the two-player mode. Once 
again, all nine characters are 
available. 


THE FLASH 
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A MASTER OF ARCHERY* 


(iRKEN ARROW EMPLOYS 


« AN ARSENAL OF 


TECHNOLOG ICALLY 


ADVANCED ARROWS IN HIS FIGHT 


FOR JUSTICE 


GOODY TWELVE SHOES 

Of the nine characters in the game, three are confirmed, died in 
the wool bad people. They are the cat-like Cheetah, the huge and 
hideous Despero and Darkseid himself. Well have a closer look at 
them next time. The other six characters are quite disgustingly 
good. Here's a brief look at a few of their moves and personal 
habits etc... 

WONDERWOMAN: The thinking man's Superheroine. Her Amazon 
skills serve her well and, if they fail, she's a bit handy with her 
lasso. Yes madam! 

BATMAN: This Dark Knight is a bit of a dark horse. He has finely 
honed martial arts skills and makes good use of his grapple 
and Batarang. 

SUPERMAN: By far the squeakiest one of the bunch. 
His special include a blast from his heat vision or a 
whiff of his icy breath. 

THE FLASH: This guy likes to get about. His supersonic 
speeds puzzle opponents while his whirlwind and 
dragon punch attacks hit 'em where it smarts. 
AQUAMAN: This whiffy fellow has utilised his 
many years of living with the fishes to their best 
advantage. His specials include a watery, not- 
much-like-a-fireball, projectile. Hmmm. 

GREEN ARROW: It's Robin Hood with attitude. This 
jolly funster, unsurprisingly, capitalises on his archery 
skills, using flaming and freezing arrows for maxi¬ 
mum punishment. 


(BELOW) 'Why, Miss 
your clothes on! 


Cheetah! You're beautiful without 







SUPERMAN 
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GAME DATA 


A 


• GAME: JUSTICE LEAGUE TASK FORCE 

• BY ACCLAIM 

• RELEASE: TBA 

• GAME TYPE. BEAT ’EM UP 

• PLAYERS: 1-2 

• CART SIZE: 20 MEG 


r' * 


(ABOVE) 'Doh, come 
here, you've got a bit 
of bogey hanging out 
of nose. Let Darkseid 
wipe it away../ 
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CRETACEOUS COMPANIONS 

Prehistorik Man may be a one-player affair 
but that doesn't mean that Sam has to go 
it totally alone. In fact, cave-dwellers 
being quite a social group, Sam has a lot 
of friends, some in high places too. Most 
are useful in some way, others are just 
there for decoration. Let's meet them... 

CHIEF: Always there with a bit of advice and a 
sarcastic comment when Sam fails to bring home enough 
bacon. What a nice old chap he is. 

METALSMITH: Much more useful. The 
smithy appears intermittently throughout 
the game, offering Sam the latest in 
stoneage high-tech weaponry. Or is that 
low-tech... 

HUNTER: Not a lot of use this guy, in fact he 
gets kidnapped by Ape Men in later levels. He is, 
however, worldly in the ways of the Jungle and 
has plenty of advice to offer. 

INVENTOR: A very useful bloke indeed. Certain 
sections of the game are only passable with the use of his con¬ 
traptions - Hangliders, unicycles, pogo-sticks and such. Sam will 
be asked to find the raw materials first in some cases. 

CHIEF'S DAUGHTER: Wahey! Arooo! Arooo! etcetera. This 
Troglodyte temptress hands out the occasional energy-up - and a 
lot more besides if you ever manage to finish the game. Woof, and 
almost certainly another, woof! 


(ABOVE) This is a 
Public 
Information 
Notice. Do not 
eat Chilli 
McCoy's before 
playing this 
game. Thankyou. 
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Two questions for you: Why are cavemen such popular charac¬ 
ters in video games? And why are they always called by ordinary 
names like Joe, Mac, Fred and Chuck? And are Titus about to fol¬ 
low that trend with Prehistorik Man - a platform game whose 
hero is called Sam? 


Okay, so that was three questions 
and here's a fourth too - why do all 
these games have crap storylines? 

Here's the lowdown - Sam's Village 
has been raided by errant 
dinosaurs who have made off with 
all the food. Sam is elected to go 
and collect enough bones to buy 
more food, his eventual goal to reach 
the fabled dinosaurs graveyard where 
bones are bountiful. The ensuing 
stoneage larks take one-player through 
a series of platform-based environments, 
killing the multitudinous dinosaur inhabi¬ 
tants and jumping aboard the occasional 
pogo-stick or unicycle where the opportuni¬ 
ty presents itself. No firm release 
date has been agreed at the 
moment, but with the sheer variety 
in the gameplay Prehistorik Man is 
looking most promising. 
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(ABOVE) Now there's a trick 
you don't see everyday! It's 
got that big monkey interest¬ 
ed, anyway. 
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GAME DATA 

• GAME: PREHISTORIK MAN 

• BY: TITUS 

• RELEASE: TBA 

• GAME TYPE: PLATFORM 

• PLAYERS: 1 

• CART SIZE: 8 MEG 


GET ON ALL FOURS AND BARK LIKE A DOG! 


(BELOW) Yeah, 
nuf respek' to 
the big chief of 
the village and 
the prehistorik 
junglist massive. 
And so on... 


SNOOP TROGGY DOG 

Well, he is a Prehistorik man so Sam's hardly to 
blame for his deficiencies in certain areas we 
take for granted. His clothing, for instance - 
functional yes, stylish most definitely not! And 
that's saying nothing about his haircut - a sort of 
stoneage roses mop-top - most passe. His 
speech leaves a lot to be desired too. But it is his 
perambulatory method that needs the most 
work. It's fine if he's just walking around the lev¬ 
els. If, however, he is required to run or jump 
further, the luckless lad has top get down on all 
fours and make like a dog! But perhaps the less 
said about that the better... 


(LEFT) We're not 
infallible here at 
NMS. We do die 
occasionally. But 
it wasn't me 
who died this 
time. It was 
Paul. Honest. 

I'm good at 
games , me. 


PRIMAL SCREAM 

Players start each game armed only with three weapons. The easi¬ 
est and swiftest being - what else - a club. This is fine for seeing off 
most attackers, although some of the bigger ones in the later 
stages require several hits. The second standard weapon is far 
more effective. Sam fills his no doubt capacious lungs and lets out 
a Tarzanular yell that kills most smaller enemies on-screen and cer¬ 
tainly gives the larger ones a nasty start. Unfortunately it takes Sam 
a good few minutes to catch his breath before he can yell again. 
Cautious usage is, therefore, mandatory. The third and least excit¬ 
ing weapon needs little introduction - it's the platform 
standard bottom-bounce. Three or four of these 
are enough to appal even the dirtiest of 
enemies into submission, 

although Spiders and 
Turtles are curiously 
oblivious. 
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TEAM VIRGIN 

In the past Disney titles have been handled by 
Virgin's US operation in either Westwood just 
outside of Las Vegas, or Irvine in Los Angeles. 
But for the first time the UK operation have 
been granted complete control of the project. 
Headed by Dan Marchant, Pinocchio's Chief 
Designer, the team consists of around 20 staff 
working on the programming and design, 
including staff already familiar with Disney 
titles, having already worked on Aladdin and 
the Lion King. 




(BELOW) Pinocchio had better start paddling to escape from Monstro. Use the 
tuna fish to accelerate away, but avoid the Lion Fish who bear an uncanny 
resemblance to Simba from the Lion King 


FAMILY PRACTISE 

In keeping with Disney's fun 
for all the family policy, the 
game has been pro¬ 
grammed with numerous 
difficulty settings. Even 
though the game is still in 
the early stages, the 
intention is to start testing 
for ages five to adult for 
accessibility and gameplay. 


With Aladdin, Jungle Book, and the Lion King firmly under their 
belts, Virgin already have a fine reputation for bringing Disney’s 
greatest creations to our consoles. So it’s hardly surprising they 
have snapped up the chance to steal the show with Pinocchio, 
and fittingly NMS have the EXCLUSIVE first look Work In 
Progress fupon which to feast your eyes! ^ ) 

It's amazing to think Pinocchio was first shown to audiences over 55 years 
ago. Capturing hearts and minds the world across, Pinocchio was, and is, 
classed as Disney's greatest cartoon ever as it traces the childless puppet- 
maker, Gepetto, and his most puppet creation, Pinocchio. Featuring the clas¬ 
sic character of aide and confident Jiminy Cricket, 
the puppet with no strings travels an uneven 
path through life, 

confronting, amongst others, unruly f 
Worthington Foulfellow (aka Honest 
sidekick Gideon, the wicked Stromboli, 
the mysterious Coachman, and the 
mammoth sea monster Monstro. 

To mark the autumn re-release of the 
film in cinemas across the country. 

Virgin have taken on board the project 
to bring the film to our consoles. The 
game, still in its early stages, captures 
all of the key scenes from the film in 
a variety of styles. From the platfo 
scaling action of his trek to sc 
and the mountain over Pleas 
Island, to the nightmarish < 
from the jaws of Monstro - 
is fast and fraught with danger. 

Scheduled for an Autumn release, 

NMS will keep you up to date 
all the new developments. 
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DISNEY MAGIC 

To make the game as close to the animated 
classic as possible, Virgin enlisted the help of 
Disney animators. Located at the Disney 
MGM Studios in Florida, they provided pencil 
animations of all the major characters in the 
game. From these official sketches the artists 
at Virgin built up a library of over 2000 ani¬ 
mation frames, all coloured and rendered to 
bring the sprites to life with real Disney 
magic. Every last detail had to be approved 
by the Disney animators, down to the super¬ 
imposed donkey ears and tail on the unfortu¬ 
nate puppet on the Pleasure Island. 


PICTURE PERFECT 

Although they appear for only 30 seconds in the actual 
film, the Shadow Creatures steal the show when it 
comes to escaping from the peril of Pleasure Island. 
Emerging from the darkest shadows, the evil beasts 
have been programmed with a more advanced 
form of Artificial Intelligence, to the extent they 
chase Pinocchio up the cliff face. 

To the right you can see 
how the artists 
developed the A 

sprites from the 
raw sketches. 


(LEFT) The back¬ 
drops are taken 
directly from the 
film to give the 
game a truly 
animated feel. 
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(BELOW) Leave Pinocchio standing on a window ledge for 
too long and Honest John's sidekick | Gideon , will slam open 


the shutters and send you flying to the side of the screen. 


GAME DATA 


9 GAME: PINOCCHIO 
9 BY: VIRGIN 
9 RELEASE: OCTOBER 
9 GAME TYPE: PLATFORM 
9 PLAYERS: 1 
9 CART SIZE: 16 MEG 

























OCEAN 


AAARUBENI 


SUPER NES 


SUPER NES 


Fulfil those fantasies about shaving your head, dressing up in a long dirty 
raincoat and hanging about in other peoples' gardens with Ocean's latest 
and greatest game in the Addams Family series. Well, it's not quite as sinis¬ 
ter as that, in fact there's a very moral story to this RPG/Adventure. Pubert, 
the newest addition to the clan, has been kidnapped by the child's nanny, 
Debbie Jellinskie. Her ransom - the Addams Family fortune. Fester gets an 
attack of the guilts - well he is married to her and feels a tad responsible for 
her antisocial behaviour. So it is he who goes in search of the kidnapped 
kiddie. The action takes place above and below the grounds of Jellinskie's 
mansion hideout as fester battles hideous ghouls, possessed plants and all 
manner of nastiness in his quest to rescue Pubert. Sounds right up his street! 
Full of dark humour and with a huge area to explore, fans of Zelda-style 
games should love this. 


A high security skyscraper is in flames and 
a stock of dangerous chemicals stored in 
the basement are reaching critical condi¬ 
tion and threaten to blow at any minute. 
There's only one thing for it - send a cou¬ 
ple of bumbling, incompetent comedy 
Firemen to sort it out. The Firemen is a 
genuinely original twist on the Smash TV 
theme as the two plucky firefighters battle 
in vain to extinguish flames that seem to 
leap from every corner. It's exciting, it's 
fairly long and tough. What a shame that 
it's not a two-player game. Still top laughs, 
though. Keep a Blue Watch out for it burn¬ 
ing up the shelves near you. Or something 


OCEAN 

INTERPLAY 

The grossest platform adventure to dribble its 
way onto the Super NES ever. You control the 
actions of Boogerman, champion of all 
that doth suck, ooze, belch 
or bum-cough. His mission ^ 

to rid his planet of the evil, 
tyrannical Boogermeister. 

This platform game is huge - ^ 

huge and fantastically ani¬ 
mated, which might explain 
its rather large 24 Meg cart ^ ^ C 

size. A definite must buy for 
those with a sense of humour 
in a toiletular vein. 
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MARUBENI 

SUPER NES 

What better to go with your choccy eggs on 
Easter morning than a video game with a 
fluffy bunny in it. That appears to be 
Marubeni's marketing strategy behind the 
release of Bugs Bunny. Easter Eggs are a 
few quid cheaper, tastier too. But then 
again you can't control Bugs Bunny in a 
battle to save himself from the unwanted 
attentions of a mysterious, crazed animator 
across several Looney Tune themed environ 
ments with an Easter Egg. Can you? 



OCEAN 

SUPER NES 

Odd animated adventures as only the Japanese can make 'em. Control Pocky, 

a Ninja girl, and one of several new buddies including the titular Rocky, 

through a myriad of multi-directionally-scrolling landscapes. Weird baddies 

abound in this game that combines great shoot 'em up action with adventure 

elements in the Mystical Ninja style. Not 

truly a two-player game, but very decent —. 

all the same and a worthy purchase for 

all anime-niacs. J? _ A 

_ _ * 



JUNGLE STRIKE 


This is the best, hardest, most kickass, bonaroo blaster on the Game Boy. Get 
the idea that we like it? Controlling the Comanche is a tough task, especially 
when you've tanks, field guns and snipers firing missiles at you. Tougher still 
when you're in an assault hovercraft or at the controls of an FI 1 7 A Stealth 
Bomber. Full credit to the programmers for cramming in so many elements of 
the ace original. Buy it. 


97 (NMS) 





















NEXT MONTH... 

Dinosaurs are all the rage in 
NMS next month - Primal 
Rage that is! Whether you own 
a Super NES or Game Boy / the 
biggest-selling coin-op of 
1995 is heading your way, and 
we have both versions in for 
EXCLUSIVE first look. 

Anyone recovering from the 
shock of the awesome Mega 
Man X2 reviewed this issue 
had better prepare themselves 
for Mega Man 7 on the Super 
NES. The gallant hero ushers 
in Lady Stalker with him - an 
adventure game featuring a 
saucy babe in the mould of 
Sony's Equinox, only more 
complex. These games are 
among the hottest in Japan, 
so don't miss out! 

Kirby is on his way back to the 
Game Boy next month too, 
with an all-new adventure 
starring a host of new friends. 
Plus we've more on NU 64 and 
Virtual Boy to keep you in 
sight of Nintendo's exciting 
next generation. 

See you there! 

ALL IN ISSUE #33 OF 
NMS 

ON SALE MAY 19TH 
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w Search for^ 
Volume 1 

at a video store 
near you now! 
k £9.99 p.r.p. ^ 
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